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And Get Down! 



For a First Look at Elf, 
Ocean's Gnome-Grown 
Software 



If There's No Disk Here 

Consult Your Newsagent 

Immediately 
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Tour mission is to seek tut and destroy 
the ting pin of the Hi BIG 
CORmiH. You'll Jims to outwit 
his enormous army of body 
\ guards. . gangs of charisma- 
bypass parients in trench 
caats, the bullet hain with the 
build of a rhinoceros and the breath of i dung Jbeetle, packs of 
uicious canine yappies, Ihe psychotic cloton with an evil sense 
of humour - you'll die, kit net laughing! Iheii there's the gas 
girling ndiUac joclt - a cool sped melt, elbow hanging on the 
deer rail, a serious looking piece in his hand and ready 10 blew 
gov a may as he rolls down main street leaping gnu coughing 
lead. It's net all bad! . . . rou'ue got a chopper lo back gnu up, a 
mean, shing street machine, some heavy metal hardware and 
some pretty neat mooes find what about ffie king pin 
did I sag he ums h. 8ig? Ho, he's HU\U 



Seven letiels of muscle- 
straining, reflex- testing, 

L » J - If f t 



estroy the lethal drag 
,- „™j, face a stream of deadly 
3 Hake gangs, and then ■ if you 
ij suTiii ve ■ face the terro 
x fhat is Mocop2! ' 
NODE THRH N CflHE HOaOCOP 2 
IS THE PT1JHE DJHECTIUE 

FOBOCOPTMS . l»C ORIOH PICTURES CORP. ALL RIGHTS RESERVED 
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] 8s h n? Duiii pi lust 1 ta H 
i disceoer igsur frit identity - 
issiiB is nam ipuritiy of 
ip iti'm, stunt; I mitanis. 
Juristic iieticles aid a startiini 
iuu\ nf tueaponrij ill captured in 
supeiMy evented traplrics did a 
name play that ctunptuneiits the 
success if the <jeaM tip mwie. 
TDTUL SECHli. . . a iriffhtmar-B jnurncq 
into the ftst Century. 




* g *** CHISE 8(1 II --Special CTintiiiai 

4* Investigation - conhnuinq where 

- CHASE l\ left off. rut mission is to 

trad down, class aid apprehend 



» dangerous criminals. It s FHStEft 
- explosive power sends you 
haUefinq through various terrains * hold the 
line or plough the fields! It's TOIICtO - the criminals 
uueld same heauy hardware - but so do ysu! Ydu can 

shoot but you must dodge their flat- tieauq 

gunfire, trucks unloading their cargo onto 
. your bonnet... it's the meanest pursuit 
game to hit the micro screen. The extra 
- i features mill leave you gasping for extended 
play- ujeafher changes, bodyguard squads, grenade 
Bobbing sikeTS r gun-choppers... just play it!... me dare 



Jo time for klloonin' 

around!... no time to 

shoot the breeze! ...in fact 

yoifue hardly set your feet 

£ ; down in tie mighty II.S.S.H. 
■ 
and it's all action. You sight up 

gour latest and most formidable balloon poppin' 

piece.. Jut now that bounce bomb has just 

multiplied]!! Tour the world rathe must addictive 

arcade game of the year from Mitchell Corp. I quick 

eye and super fast reflexes will give you just a 

half-chance of a win... the other half will come if 

the bounce goes your way! 
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1991 sees the re-introduction of classic 16-bit 
releases under a new banner — 
Mirror Image- 
Commencing with the four releases shown 
below, Mirror Image alms to give you the 
best in quality at the very best of prices . . . 
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THE CROWN 
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THE DISK 

Okay, so you Ve got the 

magnetic platter - now 

get it spinning. 

LETTERS 

More readers' mgsings on 

life, the universe and 

everything (everything to 

do with 16-bit gaming that 

is). Pius! Sergeant 

Software continues his 

crusade to bring pleasure 

to the needy - but watch 

out whingers,,, the Sarge 

knows who's foolin' who! 

NEWS 

An add-on for 

Powermonger, what's 

next Irom Gore Design 

and a new Magnetic 

Scrolls triple pack for the 

adventurous among you. 

WIP 

Deep in the nation's 
dungeons, underpaid and 
undernourished 

programmers are toiling to 

meet merciless deadlines 

on; Ocean's Etf, 

Sensible s WizKid, 

Graftgold's Realms and 

many more. 

COMPETITION 

Fancy yourself as a racing 

driver? Then US Gold 

may have just the thing for 

you in this great Super 

Monaco GP teaser... 

COMPETITION 

..but it you'd ralher 

control your vehicle from 

the outside, then a 

remote-controlled buggy 

could be right up your 

si reel (alley or dirt 

track...). This thing can go 

anywhere, and il could go 

where you want it to„ 

thanks to Storm and SWIV. 
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PALACE ART MAESTRO JO Walker gets In* Work In Progress treatment 
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GRAFTGOLO ENTERS new flufnw, see 
page 20. 



* L*._ ' t L.^. 



THE BITMAPS Gods kicks off the 
reviews - page 46. 



YOUR HEALTH 

Are those long nights 
spent in front of your 
monitor doing you damage 
that you never dreamed 

of? We get the lowdown 
on the less healthy side of 
computer gaming. 

ONE ON ONE 

Laurence Scotford visits 
the mysterious world of 
Arthur C. Clarke to find 
out what's behind the 
deep thinker's latest 
obsession - the Titanic. 
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REVIEW 

The Bitmaps' all-action 
platform puzzler, Gods, 
leads the way - closely 
followed by Team Suzuki, 
SWtV, Cybercon Hi and a 
casl of thousands, 

BUDGET 

Yes folks - a new 
section! We delve into the 
ever-expanding world of 
low-cost software to find if 
less can actually mean 
more, 

STRATEGY 

Nam programmer 
Matthew Stibbe begins a 
short series looking at the 
origins and development 
of military strategy. 

DEMOS 

More rumblings from the 
Public Domain, including 
- believe it or not - a 
rendition of TV's Wheef Of 
Fortune. Spin That 
Wheel' gameshow fans! 



tips go 

Help for the stranded and ** ** 
aid for the beleaguered in 
Rick Dangerous 2, 
Cadaver, Loom and many, 
many more 
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THE COVER DISK 




This 

month's 

cover disk 

provides 

yet 

another 

first for 

readers of 

The One - 

a chance to see a preview of a new 

Assembly Line game before the 

publisher has even seen it! 

Baikal! y this is a n exercise to see how you I ike the 
game, so why don't you help out by jotting 
down what yuu think and send it lo Roll? 
Remarks, The One, EMAP Images, Priory Court, 30- 
32 Farringrinn Lane, London EClR 3AU. To make it 
worth your while, we're putting up a software prize for 
the laesl suggestion or comment, so don't forget to 
include your name, address, phone number and 
choice of machine in the letter. 

And so, back lo the disk. Rather than prattle on at 
groat length about this short but sweet taster, we 
decided that we'd Jut the game's developer, The 
Assembly Line's John Dale, prattle on instead .,. 

"Rotoplex came about out of a conversation I had 
shortly after Pip&mama was released; a friend of m i ne 
was saying thai he I iked the game, b ut did n' t real ty see 
why it was widely described as a puzzle game, since 
once the basic technique of placing pieces was 
mastered, it was only necessary to learn to do Ihis 
quicker and quicker 

"What was needed, we speculated, was some sort uf 
problem-solving set-up which could be made more 
complex so lhat more strategy and planning would be 
needed to work mil what moves to make on the higher 
levels. Rot opiex was an experiment to see whether thai 
kind of problem solving could be made fun to play. 

"Due to our commitments to other projects we only- 
created a demo version, essentially similar to the one 
you have. Now, instead nf developing it up la 
releasable standard (and because of its cerebral 
nature, it would be risky for a software house to invest 
a great deal in ill we can use this demo as an 
experiment to see what kind uf response unusual 
games of this sort yield." 

GAMEPLAY 

The basic game play technique is to solve a puzzle 
made up of coloured squares. Each puzzle consists of 
several large squares, each one made up of four 
smaller sub-squares. A large square may be rotated so 
that the four smaller sub-squares move around, or 
swapped in position with another square. 

The aim is to arrange the squares so thai all its sub- 
squares match the colour of their adjacent sub- 
squares . A su b-sq ua re may be red , green , yel I nw, blue 
or grey: the colours must match on adjacent edges, but 
grey may be matched with any colour. 



SCORING 

In til is demo, 
points are 
awarded at the 
end of each 
level as 
follows: 1(J 
points for 
every 
remaining 
second and 
points for 
every unused 
move- 
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ROTOPLEX 

THE CONTROLS 

The joystick (or cursor keys) moves a cursor around 

the pieces. Holding down the fire button (or left- ALT 

on the keyboard) in conjunction with one of the 

directions allows moves lo be made as follows: 

LEFT to rotate a piece left, 

RIGHT to rotate a piece right, 

UP to mark a piece as being the first of a pair to be 

swapped, 

UP (again) to swap a marked piece with the current 

cursor position, and finally 

DOWN to cancel a mark. 

Other keys used are: 

P Pause 

R Resume 

ESC Abort game 

THE PREVIEW 

Your exclusive cover disk contains a simple demo 
version of the puzzle. There are three levels of 
increasing difficulty, each of which is constructed in .i 
solved position and then jumbled up. The degree of 
jumbling and the size of the puzzle increases on levels 
two and ihree. 

The firs I level is very easy, but levels two and three 
are rather more tricky. The huge jump in difficulty on 
Ihis preview has occurred because in the final version 
a player would need to solve a number of gradually 
more difficult levels to become familiar with the skills 
needed to solve the puzzles. Jumping from level one to 
level three here is a big jump in complexity. 

The "moves" indicator in the panel starts off with a 
number of swaps/ rotates used to jumble up the level, 
plus a safely mania to allow for mistakes. Every swap/ 
rotate performed decreased this indicator by one. 

In addition, each level is limed. If the timer reaches 
zero before the level is solved, then the game is over. 
To s o I ve a le ve I , it's i mportant lo I ook for p ieces which 
cannot match with any other piece and place them on 
outside edges of the board, where they do not have to 
match anything. 



THE FULL PROGRAM 

The enclosed demo disk is only intended to show the technique of solving 
a puzzle. It's planned that the finished version (40 levels of which are 
already complete) will contain the following additions,.. 

1. A nomputer opponent. Instead of a timer, each screen will show every 
puzzle twice: once on the left and once on the right. The computer will 
solve one puzzle a I Ih e sa m e t i me as the player is solving another. To w in 
the level, the player musl finish ahead of the computer. The computer 
player's 'IQ' can be adjusted: either by ihe user as a game parameter, or 
automatically incrementing through the Levels to increase the difficulty, 
This affects the computer's speed of solving and the number of wrong 
moves it makes, 

2. Detailed performance statistics stared on the disk for each level: these 
will include best time, number of moves and the margin which the 
computer was beaten by. There will be a scrolling display showing the 
statistics for all levels. 

3. A two-player mode, where players compete to solve puzzles first. 

4. A demo mode, where the computer solves puzzles lo order. 

5. A replay nf a level to show where the player has gone wrung. 




LOADING 
AMIGA AND 
ATARI ST 

Loading your - 

]li)tuf>li.'x preview 
couldn't be 
easier. Simply 
insert tin-: disk 
into the internal 
disk drive and 
turn on the 
power. The 
Roloplex preview 
will now load 
and fun auto- 
maliealiy. 
Note: This disk is 
nol designed 10 
be used with 
IBM Pt;- 

compatible com- 
puters. 

LOADING 
PROBLEMS 

Should you find 
that liie H<ilii[tlt:x 

preview will not 

llNJli. ivimivp rill 

extraneous exter- 
nal peripherals 
(printers, extra 
disk drives and 

su ua) arid try 
again. If the disk 
still fflfluitts' In 
load, then it's 
probably faulty - 

in which CIHIV . 

FAULTY 
DISKS 

[f you find that 
your Rotoplex 
preview disk 
refuses to Load 
(or is in any 
other way 
faulty], simply 
pop it into a jiffy 
bag or padded 
envelope and 
send it, along 
with your full 
name and add- 
ress, to: The One 
Kiilnnh:* R i ■ 1 1 - 
lacemenls. PC 
Wis*, Unit a, 
Merthyr Indust- 
rial Park, Pent- 
rebrtf h. Merlhyr 
I nHil. Mill 
Glamorgan, 
Cymnu CE48 
4l)K. Please 
allow 2B days lur 
a new disk to 
arrive. 








CLASSIC ARCADE ACTION IN A LAND OF MYTH AND MAGIC 




hi the beginning there was 'Druid', hailed as ;.i milestone 
game at the time of its release, Then cam* 'Enlightd i 

men:', and now there's Warltxk the itt'euger, the third 
game in a classic series.. Designed by Dene Caner/i - 
Warlock the avenger takes the player yet deeper into the eton 
gerous world of Belorn, where the evil lord AfidnunftH 
has returned to hold the land in his grasp. Strive to re- 
awaken your ancient ^p<.'lls ,uul find your way throi il'Ii 
eight trip -strewn dungeons, overcoming unknown 
obstacles, locating set rei passage-ways and keeping 






Acamiin rot's mon&trous minions at hay. Your task is to find 

and destroy the evil power. On h In unleashing the 
arcane power d Chaos can final victory be yours. 

* two games in one, you yeT the original Druid game., itk iuded free. 

■ use ek'ruenNil it trees ro cast the ni-. i-r effective spells 

- create ( ioktm and work together in the two player game 

• avoid gigantic fire-bitting skulls and 
Aefflfwntor's teeming anny of monsters 

Atari ST &.STE £24,99 

AMIGA £2499 

Cocnmodc tre ( Jft4 d isk £ 1 5 .99 

Commodore C64 E1099 

. issette 
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VIRUS EDUCATION 



Dear The One, 

Viruses are a real Ihreal to all computer owners, bul especially lo new users. It's Lhese 
people who are most al risk they a ren ' t ignorant, th ey |usl dan 't know how to get rid of 
(or prevent) this problem, People usually only discover thai a virus has struck when half 
of their disk collection is mysteriously wiped. 

Therefore I suggest that Ihe hardware manufacturers themselves help qui these new 
operators. A virus killer of some sori should be included with software bundles. Anyone 
who buys a computer will then be able to get into the habit of checking their disk 
collection right from the start. 

failing all this, there are other safety precautions wh ieh can prevent viruses . One is to 
write-protect each disk (so the lab is removed lo show the hole) as no virus can 
overcome this. Another is to turn oft your computer (or at least 30 seconds before 
loading each new disk (instead ol doing a 'warm' boot up) 
Stuart Hardy, 
Wales, 
Sheffield. 

Good idea Stuart! Sadty, vtruseshave become a fact of computet lite {and alt because 
some thoughtless idiots have nothing better to do than to prove to each other how 
'clever 'they are), soil would be a good thing to inspire new users to take precautions 
right form the start. so r foranidea that's beautiful in its simplicity, you win Ihismonth's 
Star Letter prize of £100 worth ol (virus-tree) software. 



MOAN, GROAN 
AND SHOUT 

Dear The One. 

I'm writing to you about something which 
nearly everyone who owns a computer has 
been in possession of in some stage of 
their lives pirated software. 

Mow, I'm not one to moan, groan and 
shout at people who illegally copy and sell 
pirated software - because these people 
haven ' t got the brai ns they were born with . 
Islol only is it against the Jaw to copy 
software, bul it loses software companies 
m il lions or pounds each year, which i n turn 
puts up Ihe pr>ce ol computer software. 

The only way we can hopefully try to gel 
(he price of software down is by stopping 
piracy. I know it's a very tall order, but 
nothing is impossible. One way all you 
people out there reading th is can help is by 
not buying pirated software, that would be 
a start 

Philip Abraham, 
Cillingham, 
Kent. 

Quite right Philip. You may be interested to 
kno w that piracy is becoming such a huge 
problem in thts business thsS some of the 
bigger developers are considering put- 
ting their efforts into producing cartridge- 
based console software which cannot be 
easily copied. So just remember those of 
you who own pirated games, when you 
suddenly find that there are no new Kick 
Offsor Powermongers for you to get stuck 
into - you've got no-one to blame but 
yourself. 

COMPUTER 
CONSOLE-ATION 

Dear The One, 

Can I please give a warning lo potential 
buyers of these new games consoles. 

I recently bought a Sega MegaDnve 
because I felt thai the software on |he 

Amiga wasn't quile w^at I wanted while 
MegaDrive games appeared to be great in 

all departments, 



Most of my expectations were fulfilled, 
bul I noticed one thing abou t the gameplay 
- most of these games are very easy to 
complete. 

True, there are some great Mega Drive 
games available, such as Revenge Of 
Shindbi, Mickey Mouse and Strider 
(which I don't think will ever be matched on 
the Amiga, unless Ihe software becomes 
cartridge-based]. These games had rno 
glued to Ihe tel ly , but I u sually either gol to 
the last level or finished them within three 
days. 

I'm glad that I kept my Amiga, as it does 
have some brilliant games on it. such as 
Kick Otl 2 (and now Final Whistle, which I 
rate highly) and Dungeon Master (and 
Chaos Strikes Back, which is also great). 
So, unlike some of my friends who sold 
their Armgas lo buy consoles, I slill have 
some long-lasting games which I come 
back to time and lime again. 

The MegaDrive is okay, bul it won'tgive 
you much more than what you already 
have - and possibly even less gameplay. 
So don 't sell off your computer stuff to get 
one. save up and you'll have Ihe best of 
both worlds. 

Maybe ihe situation will change with the 
MegaDrive. as I hear that Dungeon Master 
and Kick Off 2 a re both coming out for it, but 
I would wait before you put all your eggs in 
one basket, as you could feel a little 
cheated. 
Mark Watson, 
Preston, 
Lanes. 

GREAT 
IRRITATION 

Dear The One. 

I want to congratulate you on a very 
interesting and entertaining rnagazi ne. but 
there is one aspect of it that irritates me. If s 
how sOOn you print cheats and tips after a 
game is released 

For example, in Issue 25 you reviewed 
Flick Dangerous 2, while in Issue 26 you 
began a lull solution for it (a simitar 
situation happened with Dragon's Lair 2: 
Time Warp). I hate lo pay £25 lor a game, 
only to discover a solution to it almost 



immediately. 

Some people would say not to look aflhe 
solution, bul il you're stuck in the game it is 
hard to resist a peek. So please, please 
delay your solutions for a while I 
Kevin Fernando, 
Stirling, 
Scotland, 

You've got to be kidding! Don 't blame us it 
you haven't got the will power tostay away 
from a solution until you're well and truly 
stuck. Honestly... you can't win with some 

people. 

GREAT 
INNOVATION 

Dear The One, 

I have invented a data storage device a bit 

like a floppy disk, but which can store much 

moredata (and at a faster rate). However, I 

don't know any addresses ol companies to 

send the plans lo. 

Robert Coare, 

Dagenham, 

Essex. 

A data storage device that's bigger and 
better than a floppy disk ? If you re having 
trouble getting people to took at it, sendil 
into us at the usual address and we 'Usee it 
we can help you out 

TOPLESS 

TITILLATION? 

Dear The One, 

I have just finished reading your February 
issue and was disturbed for find a letter 
from a Ms Moran describing your 
publication as chauvinistic, I mean, you 
actually had the nerve lo give away a 
calendar containing graphical images of 
(gasp?) girls' faces! 

Really, you should know better than to 
exploit al I those poor, defenseless pixels in 
order to satisfy Ihe lust of your male 
readership, 

But seriously, as a 23 year-old female, I 
cannot understand attitudes like that of Ms 
Moran Does she really think men get 
turned on by a collection of fuzzy pixels? 
Alter all, the calendar was hardly 
pornographic, was it? 

Moreover, she should try counting all 
those pages of half-naked men which 
cavort amongst the pages! For example, 
thai cute little chappie in Wrath Of The 
Demon who insists on running around 
topless (ooh!) in the middle of a 
thunderstorm just so that we can be 
amazed by his pectoral development. 

Do male readers find this sort of thing 
offensive? Of course notl Perhaps it's 
because they have a sense of humour. 
Cat Jones, 
Lang worth, 
Okoci, 

Ms Moran' s letter certainly stirred up a 
great deal of interest - Shis is only one of 
many letters that we received on the 
subject, from bosh sides of the argument- 
One thing that everybody should 
remember is that, like all Cinemaware 
games. Flolierbabes (the game behind 
the infamous calendar} is a pastiche ol a 
certain film and TV style and is meant to be 



more tongue-in-cheek than realistically 
serious. Let's hope that the humour shines 
through in she finished product. 

I CANT PLAY 
AGAINST THIS 

Dear The One, 

Kick Off 2 was one of Ihe first games I ever 
bought and I've been totally addicted toil 
ever since. 

I pick my favourite learn from 16 
divisions (ranging from Division One down 
to a local Bristol league) and set the rest lo 
computer to play ihe full 1 4-week season 
then promote and relegate learns. I've 
g rad ual ly got better and don ' I lose so many 
games (admittedly most games are 
draws). 

The reason Cm writing is one ol 
frustration, During an important match 
agai nsl one of (he lop teams , I was wmni ng 
one-nil with the game into injury lime. First 
an opposing attacker deliberately ran into 
one of my defenders and to my 
a mazement a penalty was awarded , Biting 
my lip and controlling my temper I dived IhH 
wrong way. I couldn't believe my luck and 
was delighted to see the ball strike the 
post My glee then turned to sheer despair 
as when I tried to pick the ball up the 
penalty laker scored from Ihe rebound wilh 
my goalkeeper still nowhere near the ball. 

Could you please inform Steve Screech 
and Dino Oini of the rules. The penally 
taker can only score from the rebound if the 
goalkeeper or another player touches the 
ball, not as in this case. 
R Godfrey, 
Hwbury. 
Bristol 

Take nofe Screech and Dini, the Kick Off 
playing public won't stand for this harsh 
treatment - especially as the season 
reaches a climax and nerves become 
frayed as the top teams compete for the 
prestigious trophies. Wouldn't you say, 
Trevor? 

READ THE SMALL 
PRINT 

Dear The One, 

1 just felt thai f had to write to you after my 
experience this week, which really left me 
foaming. 

Over the weekend I purchased Ferrari 
Formula One and Their Finest Hour. 
However, when I gol home and loaded 
[hem up on my 51 2K Amiga, Ferrari 
Formula One turned oui to be mouse- 
controlled only, rendering il useless tome 
as I can on ly play well with a |oystick . Also, 
adding insull to injury, Their Finest Hour 
required a 1Mb expansion lo provide a 
decent game (to include sound thai is). 

What an noy ed me so much was the f acl 
that when I purchased them in good faith, 
Ferrari Formula One had no mention of its 
control method anywhere on the box and 
Their Finest Hour had they system 
requirement printed in tiny writing on the 
sida. It didn't specify anywhere that the 
51 2K version completely lacked all sou rid 

I know that if I had done my background 
research before buying them then perhaps 
I would not have this problem, but I only got 
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my Amiga after they had been reviewed 
and lo some exlent this was a spur gl Ihe 
moment 1 purchase. 

My point is that if the software houses 
can afford to have extravagant packaging 
boasting the features Of their game, in DOW 
stri king colou r, then why couldn t they lake 
the I iitle extra trouble to also state machine 
specifications clearly on the front? 
David Stanley, 
Sanders lead, 
South Croydon, 

With the great range ofmachinespecifica- 
tion that's became available recentiy, it's 
becoming more and more difficult for 
publishers to come up with a single 
package to suit ali users of a particular 
machine. However, one simply solution 
would be to have the retailer demonstrate 
the game toyou before you make your fina! 
decision - most good 'independent 
retailers are happy to do this, but if yours 
isn't just take your business elsewhere. 

DUPLICATION 
DILEMMA 

Dear The One, 

I am wrrtingtoask if there is anyone who 
can give me some help tacopy disks on my 
Atari ST, When trying to copy software I 
always saem to get the message 
'destination dish nol Ihe same as source 
disk'. Could you give me some help? 
A.M. Broughton, 
Hull, 
North Humbersidc. 

You gel this error message when you try to 
copy a single-sided disk to a double- 
sideddisk or vice versa. If you wish !o use 
the ' diskcopy ' option, you must mske sure 
that both source and destination disk are 
of the same type. If you really have to copy 
the files on a single-sided disk to a 
double-sided disk you must drag them 
individually from the source drive window 
to the destination drive window. By the 
way. make sure that you only use this 
procedure to copy those disks that 
specifically allow you to do so. 

STARTLING 
STATISTICS 

Dear The One, 

I have been buying your magazine since 
Issue 4 and have come across some 
startling facts (compiled Irom Issues 4 10 

26)... 

1 . The lowest three average ratings for an 
issue are 64 percent (Issue 12}, 63.3 per 
cent [Issue 5) and 29 per cent (Issue 4). 

2. The highest three average ratings for an 
issue are 86-6 per cent (Issue 26), 86. 9 per 
cent (Issue 25) and 87.3 per cent (Issue 
24). 

3. The issue with the lowest amount ol 
reviews is Issue 12 with only si v. 

4. The issue with the highest amount of 
reviews is Issue B with 19. 

5. The issues with the lowest amount of 
pages are Issues 22 and 23 with 92 pages 
each. 

6. The issue with the highest amount of 
pages is Issue 1 5, with a huge 164 pages. 

7. Here are some games with really poor 
scores: Scorpion (47 per cent), Hellbent 



(43 per cent), Dugger (41 percent), Victory 
Road (40 per cenl), Hotbait (37 per cent) 
and Spitting Image (34per cent). The 
worst percentage goes to Crazy Cars It 
with 33 per cent 

8. The games which have done best are: 
Damocles, Midwinter, Paradrwd90,F-29 
Retaliates Fighter Bomber, Flight Of The 
Intruder, F-19 Stealth Fighter, Populous 
and its successor Powermonger all of 
which reached 9& per cent. The only game 
to achieve better was Kick Oft II with a 
rating ol 96 per cent. 

9. The highest amount of times a 
percentage rating occurred starts off with 
79 per cenl ( 1 limes) and 80 per cent ( 1 6 
times), while the most common top rating 
is S8 per cenl which has come up 20 times. 

10. The longest single-word title of a game 
which has been reviewed is the 13-lerter 
ThundQrstrik e , which narrowly beai 
Archipelagos and Stormtrooper (both with 
12) 

11. The shortest single-word titles have 
only four letters: Baal, Kiax, Loom and 
Pang. 

12. The shortest multiple word title, Pop 
Up, has five letters. 

13. The longest titles reviewed are as 
follows: Typhoon Thompson in The 
Search For The Sea Child (40 letters), 
Indiana Jones And The LastCrusade: The 
Graphic Adventure (49 Letters} and finally 
Jack Nicklaus Greatest 1Q Holes Ol Major 
Championship Golf, which weighs in with 
a staggering 50 letters! 

Gary Carson. 

Melbourne, 

Australia. 

Thanks very much Gary — but there's one 
small thing that you forgot to mention... 
what exactly is the point ol ail of these 
statistics? 

AMSTRAD 
ANSWERS? 

Deaf The One. 

Can you please answer a few questions.,. 
1. 1 have gol an Amstrad PC 1640 with a 
hard drive. Could you tell me what the 
speed and processor are because the 
manual doesn't say - as you know some 
games don't work very well if the processor 
is loo slow. 

2. Are there expansion boards available 
which will turn my computer into a VGA 
machine (it is now an EGA machine)? I ( so 
how much do Ihey cosl? 

3. Will Mighty Bombjack be available (or 
the PC? If so when and can you review H as 
soon as possible? 

Aled Rees, 

Cardigan, 

Dyfad. 

Ask and you shall receive... 
t. The. processor is an Intel 8066, giving 
you a spaed of roughly 8Mhz - not too 
bad tor playing games, but still a good 
chunk short of ideal. 

2. Because of Amstrad's machine set-up. 
where the power runs through she 
monitor, as far as we know it's not possiNe 
to upgrade a 1640' s graphics specifica- 
tion. 

3. And finally the good news. Mighty 
Bombjack is scheduled lo hit the streets 
sometime during March. 




SERGEANT 
SOFTWARE 



Strong of arm and cleft of 

chin, Sergeant Software 

a\ once again flies into the 

\ v / breach to bring comfort to 

the bewildered and games 

to the needy. His software 

supply is next to bottomless, but only 

the truly deserving need apply... 



Dear Sarge, 

My fiance had an accidenl two years ago and damaged his back 
while lifting a patient onto the operating table, since Ihen he has 
losl his job and has been on invalidity benefit (he is in constanl 
pain with his back and leg). 

His only hobby is his Atari ST computer which takes his mind 
off the pain, but as he does not work he cannot aflord many 
games. It wou id be a lovely surprise lor him if you could send him 
some software which would ease his pain. 
Miss V.E. Allport, 
Rossendate, 
Lancashire. 

SARGE SAY: A touching case indeed, but unfortunately not 
one that I can help out with. It I went around giving software to 
eveiyone who was careless when lifting patients, then hospital 
porters all over Britain would be doing just that. Sorry V.E, but 

your fiance should have been more careful. 

Dear Sgt. Software, 

I am an Amiga 500 owner and yesterday had a catastrophe. My 
eat found the circular saw in Ihe garage and like any normal cat 
he was curious. The liltle rascal plugged the machine in and 
proce ed ed to mutilate my talherwilhil. Like a lool, my mother ran 
to see what happened and my cat killed her too. I fan upstairs, 
grabbed my computer and fled. 

The cal eventually calmed down , but not before he bumed the 
house down. I thought thai everything would be okay, bul Ihen 
my cal found an old air pistol and went car shooting. 
Unfortunately the cat was a little too slow though, and one car 
squashed him into oblivion. 

I am now sitting here all alone in my tenl, with just my Amiga 
and Ihis typewriter. Oh no! The tent has just npoed. Oh well, I'l 
have a game ot Kick Off 2 {my fave game). Oh nol The disk has 
snapped. 

Please can you help? 
Adam Marshall, 
Stain ton, 
Cumbria. 

SARGE SAYS: it's good to see that even in a time of crisis. 
Adam kept a clear head and was able to rescue his computer 
before the house was destroyed (it's apityhismother and father 
didn't show the same initiative}. To reward this truly unfortunate 
soul, I'm sending £100 worth of software - but only when we 
find the exact location of the tent. 



If you think that you or someone you know 
deserves software help, write to Sergeant 
Software, The One, EMAP Images, Priory 
Court, 30-32 Farringdon Lane, London EC1 R 
3AU. The Sarge reads every letter that he 
receives - however, due to the size of his 
charitable workload, he doesn't have time to 
enter into personal correspondence. 



LETTERS 



BE 
HEARD! 

WRITE TO THE 
EDITOR with your 
views and queries 
and you could win 
El 00 of software 
and an exclusive 
The OrteT-Shin 
II there's 
something that's 
bugging you, 
about The One, 
software, or life in 
general, or there's 
anything you want 
lo know, whether 
it's about a 
release, tips or a 
technical problem, 
or even if you just 
want to reminisce, 
then don't 
hesitate to drop 
us a line. II you 
don't want your 
letter printed, 
please stale very 
clearly NOT FOR 
PUBLICATION 

Each month we 
pick out Ihe most 
entertaining, 
thoughl-provoking 
Or opinionated 
letter. We receive 
hundreds of 
letters and read 
everything we get, 
but unfortunately 
there's not space 
to print them all, 
This page 
represents a 
choice selection 
of the latest 

SEND ALL V0UR 

views and quenes 
to.. 

LETTERS 
The One 
Priory Court 
30-32 Farringdon 
Lane 
LONDON 
EC1R 3.AU 

OR FAX YOUR 
views and quenes 
on... 

(071) 490 1094 

AND DON'T 
FORGET lo 

include your full 
address, T-Shirt 
size and machine 
format 1 
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GET THE POWER 




HE FIRST data disk for 
PowermongerwiW feature 
a World War I scenario, 
but thanks to some clever 
programming - it won't just be a 
new set of graphics and land- 
scapes, but a completely new 
game. 

Bullfrog originally designed 
Power monger so (hat it could be 
very flexible in fts use of data d isks : 
notonlycannewdatabeloadedfor 
use with the existing code, but new 
program modules can be created 
as weir 

This first scenario is based - 
unsurprisingly - in Europe, with 
the player controlling the British 
army, but beyond that there is no 
attem pt at h i sto rica I accu racy .Mew 
vehicles include planesthat can be 
instructed to strafe or bomb 
villages, or even pinpoint one man 
to shoot, and tanks that can fire 
single artillery shells, or move off in 
platoons. 

Once again, there's an oppor- 
tunity to progress by mixing 
weapons together to form new 
types. For instance, a sword might 
be attached to a rifle to form a 
bayonet. Other weapons to be 
found include a Gattling gun, 
which fires 20 bullets at once in a 
wide arc. The computer intel- 
ligence has also been modified, so 
that computer controlled players 
know how to make maximum use 
of the new items. 

The populations of villages and 
towns can be made to construct 
defences by digging trenches and 
using barrage balloons. It's also 
necessary to manage the industrial 
complex and the supply routes 
maintaining your forces. Food is 
ignored as a variable, but it is 
essential that constant supplies of 
fuel and ammo are received at the 
front line, 
A new information requester 








THE WAR TO END all wars Powermonger 

appears at the start of each level 
giving details on which towns 
produce fuel and which produce 
ammo, so that you can decide 
which to capture. 

Bullfrog has continued to play 
Powermonger, and as a result has 
adjusted the gameplay slightly in 
this data disk. This scenario is 
faster and more orientated 
towards action. It is very different 
to the original game, being far 
more of a wargame, and visually it 
looks worlds apart. 

Depending on how well this data 
disk does. Bullfrog has plans for 
others, In the pipeline are the 
American Civil War, a feudal 
Japanese scenario and a fantasy- 






based game. All of them will be 
very different; In the fantasy 
scenario for instance, you will be 
able to use magic, new spells can 
bee real ed by m ix i ng exi sti n g ones, 
and each of the different races, like 
Elves, Gnomes, and Thieves, will 
have different charactef traits. 

Hopefully, by the time any of 
these seethe light of day PC owners 
will have been treated to the 
delights of the original Power- 
monger. 

Product: Powermonger - 
World War I Scenario Disk 
From: Electronic Arts 
Call: 0753 49442 
Price: TBA 
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TACTICAL FIGHTE 
Strategic Frontline Action — 

A unique blend of arcade action and mind-bending strategy, 
ieyond today's technology — fly into the Future wirh ATF II.. 

^ m 

Atari ST/STE, Amiga & all IBM formats, r.r. 



-itrn, Watchmpar R 



mtwriey, Surr« r . GUIS 3AJ Tel: 0276684*5* Fa*: 0276 21541 
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MAGNETIC ATTRACTION 




IHE UK5 PREMIER adven- 
ture developer, Magnetic 
Scrolls, has taken 
a leaf out of Sierra's book by 
re -releasing enhanced versions of 
some of its superb text and graphic 
adventures - Fish, Corruption and 
Guild Of Thieves - in a single 
'compilation package. 

The advanced Windows system 
that was used in the well- received 
Wonderland has been applied to 
the programs; all three will now 
boast more graphics and anima- 
tion as well as on-line help. 
In addition to the games, the 



package will also contain a Fish 

identification chart, an audio tape 
with conversational clues for Cor- 
ruption, a day planner for Corrup- 
tion, a new cut-away map of Guild 
of Thieves and a huge manual 

The pack will appear initially on 
the PCin March, with STand Amiga 
versions following in Early April. 

Product: Magnetic Scrolls 
Compilation Pack 
From: Virgin Games 
Call: 071 727 8070 
Price: £29.99 (PC) 
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MAGNETIC SCROLLS' Guild Of Thieves, 

div seen through new windows 



NEW BUNDLES OF JOY 




UYING HARDWARE add- 
ons has never been easier, 
as leading software dis- 
tributor Leisuresoft has introduced 
Techno Plus, a range of 
competitively- priced peripherals 
for the Amiga, ST, and PC that 
come packaged with relevant 
games. 

The range i ncludes an Amiga 500 
RAM expansion bundled with 
eit her Dungeon Master® r Kick Off 2 
(one Megabyte version) for £49,99 
(£59.99 with clock}. Alternatively, 
you could have the same package 
with Dragon's Lair or three 
Cinema ware games for £5999 
(£69.99 with Clock), 

Amiga external disk drives are 
bundled with Shadow Of The 
Beast , ftVf, Battle Squadron, or 
Kick Offiot just £89,99, wh ile an ST 
drive comes with Corporation or 
Kick Off 2 for £79,99. 

A high-quality Logitech mouse 
for ST or Amiga is bundled with 
Captive for £34.99, with an PC 
version to follow soon for £39,99, 
Also available in the range are 
blank disk packs and sound 
systems. 

In the near future, Leisuresoft 



plans to introduce Starter Packs 
containing a dust cover, mouse 
mat, disks, and head cleaner and 

special bundles with printers and 
monitors. Also forthcoming is a 
special pack containing four joys- 
ticks, a four- player adaptor, and a 



copy of TV Sports; Basketball for 
the Amiga, 

All of these bu ndles are available 
from good retail outlets, but Should 
you have difficulty you can contact 
Leisuresoft directly on 0604 
768711, 
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BUYING HARD becomes May with Techno Plus. 



SILENT, INVINCIBLE, INVISIBLE 
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The 38th British 
International Toy and 
Hobby Fair at Earl's 
Court featured wait 
for it - more than 
50,000 different toys 
from over 460 
exhibitors! Gordon 
Houghton selected some 
of his favourites. 

OVS ARE NO LONGER child's 
play. These days 162 million of 
the things are bought each year 
in Britain alone -most of them going to 
children under 1 year sold In 1990, the 
total cost of providing those three-foot 
human beings with toys, models and 
games actually topped £1.1 billion. 

This hyped handiwork isgeared to all 
tastes, encompassing the unusual [a 
Madame Tussauds board game), the 
tediously familiar (an all-new range of 
Turtles accessories! and the up-to-date 
(Saddam Hussein and George Bush 
rubber masks), 

One piece of good news is that 
amongst the latest batch gt goodhes for 
kiddies are the first 'green games'. One 
notable offering is John Adams Toys' 
Pollution Patrol, a range of science 
projects which allows kids of all ages to 
test for acid rain and clean water. 

Just as topical {but more traditional!, 
the toppling of the Berlin Wall has 
brought a myriad of wooden wonders 
from the good-old GDR, And just as 
traditional {but not quite so topical), are 
two new harbour sets from Lego, ideal 
for budding builders with a nautical 
bent - these kits even feature a 
speedboat for smugglers and a coast- 
guard patrol boat. 

• The tallest Lego Tower 
ever was constructed in the 
forecourt of Waterloo 

Station in 1985l it was 
15.01m (49ft| high. 

The bad news is that the Subbuteo 
people st'H haven't quite perfected a 
red-cheeked Ga«a figure who can sob 
or s we a r at referees. G frit af a ns looking 
for Gazzathrills won't be disappointed 
though: the jinking Geordie maestro 
has just donated his Gazzaname to the 
latest Gaziagame - an LCD foot i 9 
hand-held from Grandstand, 

The most unusual 'toy' to emerge 
from the massed 6Q r 0OQ is Bubble 
Busters. This is, in fact, merely the air- 
filled plastic pockets you find in 
packaging, made up into sheets which 
pop when you stand on them. Fixing 
them to various shapes and sizes of 
cardboard has allowed the manufac- 
turers to create a six-foot Jumbo Party 
Hug and a host of novelties such as 
ba nners, era ckers, party invitatio n a and 
place mats. 

Whatever next? A game made from 
sheets of polystyrene that magically 
squeak when you rub them? Glue that 
you can stick on your fingers and peel 
off slowly? Who can wait until 1992 to 
find out? 



TO NO ONE'S SURPRISE, tho chummy character* with a 
penchant for pizza cleaned op last year If their subterranean 
success continues in 1991, they'll be the moll popular toy ever, 
eclipsing even the SUf Wars figure* of the 19BUS, Ensuring, that 
a million children are spoon-fed subaquatie pleasure this year 
will be a new TV series, a Sewer Or&aster. Psycho Cycle. Sewer 
Playlet, Footcruiser, Piizi Thrower. Turtle Copter, Sewet Tubes 
Assortment, a Double Barrel lad Plunger Gun etc, etc.. 



BATTERIES m 




# The largest Toy Shop in 
the world is Ham leys, 
founded in 1760: it has 
45,000 square feet of 
seHing space crammed 
into six floors- 



THE MAMAS Si PAPAS Gaucho battery-powered death buggy 
is aimed at five to ten year-olds, but some may argue its 
advantages, over a Lada. It has twa forward gears end one 
reverse, pedals lor the accelerator and brakes, working lights, 
an ignition key, adjustable mirrors, a glove compartment, 
safety belts and even a log booh and driving licence I It can 
speed along at between five and eight kilometres per hour 
|f aster than some 2CVt|, runs off two 6V batteries and is me.de 
almost entirely of polypropylene. 




A RECENT IRAQI 

BROADCAST to Ihe 

allied troops in the 

Gulf contained the 

message; "Your wife is 

sleeping with Bart 

Simpson," This some 

Bart Simpson Is ail SO 

soon to star in his own 

board game lor two to 

four players aged from 

10 to adult- You've 

probably already heard 

That Ocean has 

snapped up at the 

computer licence, but 

did you know the 
cartoon cutie and his 




• The longest tov in the 
world is the 'Lots-a-Lots- 
-Legggggg*', a 1,000- 
legged pink caterpillar 
which is 76.2m (250ft I 
long and weighs SQGIbs. 
It was created by the 
Commonwealth Toy & 
Novelty Co of New York, 
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The most expensive toy 
soldier ever auctioned was 
a rare 70mm scale figure of 
the Colonel-in-Chief of the 
Welsh Guards. At £1 ,200 
it's worth £17 per 
millimetre. 



WHAT DID ROLLER 
SKATES, hula 
hoops, space 
hoppers, and 

skateboards all 

have iii common? 

rf you answered 

that they were all 
crazes which 
swept America and 
subsequently 
tidied up here as 

wall, you'd b* 
right. The latest 
Tad is the 
Matchbox Moon 
Shoes (left J. Aimed 
at kiddles from 
eiqhl to twelve (not 
exceeding 120lb&| 
they allow them t-o 
bounc* yp and 
down as if they 
had a couple of 

trampoline* 
strapped to their 
faet, And for 

£34.99 a pair, even 

Nail Armstrong 
might like- to revive 
a few old 
memories. 
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# The most expensive toys 
at auction are usually dolls: 
in 1989, Sothebys sold an 
81 year-old Kammer and 
Bernhardt bisque character 
doll for a world record 
£90,200. 
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IT COULD BE to the '90s what flares., wedges and kipper ties 
were to the '70s but right now Karaoke Is king. It's springing 
up in pubs, clubs irtd assorted shrubs across the land. The 
appropriately named Singing Machine Company has decided 
that for those of you who went to warble amongst familiars, • 
Personal Karaoke Machine (above) is jus! the thing. For £325 it 
converts hi-fi, TV and video equipment into a fully-fledged video 
Karaoke system. Singalcnga Da-rid Soul, croon to Glenn 
Campbell and swing your pants with Kylie Minogua - and all 
in front of your parents! 
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THE TEARS MAY 

HAVE DRIED or 

the Cheeks of 

Tottenham 

Hotspur's. Mars Bar 

Kid, but lootie is 

still spawning loys 

a-plenty. Billed as 

a football I raining 

aid, Pacer 

Technology 's 

KiCk-a-Sall la 

essentially a 

football with a 

piece ol elastic on 

it, which y&u tie 

around yOurloOt 

and then kick a lot. it has a 'comfortable velcrD ankle strap' 

which expands from six to twenty-four feet at the mere swing 

ol a leg, and which allows you to practice trapping, shooting 

and goalkeeplng with or without * partner. But whHT The ball 

can also be staked lo the ground, allowing several players to 

take part alt this for jus) a penny Short Ol £14. 





VIRGIN MASTEFTRONIC chose the show to officially preview 
the Sega GameGear, more or less a hand-held version of the 
Master Sy&lein M;.iy is (tin likhly rfil#as.e date, and £99 the 
likely price. Ten games are planned to coincide with the 
launch: Pengo, Super Monaco Grand Prix, Wonderbdy fti and 
Columns are all certainties, while the rest should include 
G ific, Shinotti end Mickey Mouse. Not to be outdone, 
arch-rival Nintendo Is planning half a dozen Gameboy releases 
in the next six months, plus the long-awaited Super Mario Bros 
3 on the Nintendo console in the autumn. 



WHAT THE 
STARS 

ARE PLAYING 

PALACE SOFTWARE 



Those* palattai pranksters claim lo 

have gone very high-brow' (his 

month - and to prove it they're 

playing Legend's Sorcerers Get Ait 

The Girts (an imported American 
adventure) almost lo a man. Written 

by es-lnfoccrn storyteller Steve 

Meretsky, it has all the qualities of 

the now-defunct company's earlier 

works and the boys are, in Lheir own 

immortal phrase 'great fans'. 



"Techniealiy brilliant and immensely 
playable," is how Andrew Bray brook 

sums up the lads' current fave 
games, with Speedbait 2 apparently 
scoring highest in the rivalry stakes 

We're well impressed with it, 
esp«ially in two player mode." The 

Lemmings demo that's doing Ihe 
rounds is also a large filler of lime 

the boys are all looking forward to 
getl -ng their nands on the compleled 

I version, as welt as a finished 
Turrican 2, having piayfld Ihe 
original until the disk wore out. 
Amid cries of "We're not biased!", 
the Bros arg spending most of their 
playing lime with Gods. "We're just 

trying to complete the thing," 

exclaims Erie. Aside from that (and 

Super MarioWortd on Nintendo's 

Super f amiccm machine - those 

hardware poseurs), their time has 

b(?en spent away from the computer 

ireafi and involved in everyday lite; 

"Just fur a change," 



Ever-bizarre, those mis-nam 
Sensible boys are going right b 
in time wilh me original Hick Off (tor 

no apparent reason) Still in a 

nostalgic vein, they're also running 

up screen lime with 30 Root and 

that management strategy classic. 

Rock Star Ate My Hamster. And the 

reason for flogging thai particular 

dead rscse? "Because it was 

cheap?" As if we had to ask! 




■ 







HE'LL BE IN TOWN SOON WITH A FEW DAYS TO KILL 



TU-t- © UrBO. 1991 Tw«ngi«|h C*n|ury Fox Film Cbr|Mrslioh. All rights reserved. 
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TV: SPORTS FOOTBALL j^t one ol the classics aoon lo be 
available for under a tenner ss part of the Mirror I mag* range. ' 

THE ORIGINAL 16-bit specialist publisher, Mirror- 
soft, has launched a new 'retrospective' label. Mirror 
Image, as trie label shall be known, will cover back 
catalogue games retailing at a price of £9.93, 

Titles will start appearing from March and are to 
include old Mirrorsoft games complimented by 
products from Other publishers. 

The range of products planned to appear on the 
label is impressive, including Speedbali, Carrier 
Command, Defender Of The Crown, and TV 
Sports: Football. Further games will be released at 
the rate of two a month. 



US GOLD 
GOES US 

US GOLD HAS SIGNED an agreement with Accolade 
to market its products in North America. Up until 
now, US Gold games have been marketed in the 
states by various American publishers on a 
product-by-product basis, this is the first time that 
the firm has signed an agreement with a single 
publisher. 

The first four games to be handled under the new 
agreement will be: International Soccer, Cold of the 
Aztecs, Vaxine, and Rotox. 

This is not the first time that the two companies 
have worked together - US Gold used to distribute 
products in Europe for Accolade. 



M3QL) 




V. r t i I 1 1' <i DO n to 

get exposure 

Stateside writi (he 
help Of Accolade. 



UPDATES 



BARD'S TALE III: THIEF OF FATE 

Electronic Arcs 
March 1991 
Amiga £24.99 

THE THIRD INCARNATION of this classic RPG 
finally makes it to the Amiga, complete with more 
than 100 magic spells, seven kinds of spellcaster 
(including Chronomancers and Geomancers), 
automapping and more than 500 monsters (some 
of which can be used as player characters). 

The plot follows on from The Sard's Tale II: 
The Destiny Knight, the townsfolk of Skara Brae 
are celebrating their defeat of the evil Manger 
when the Mad God Tarjan arrives and gets his 
revenge bv reducing the town to rubble, then 
threatening the rest of the world. 

Your task is to assemble a party of adventurers 
from up to 13 character classes to tackle Tarjan 
and his minions through 84 dungeon levels and 
seven different dimensions. 

AN EXAMPLE OF 

thB sort Of nasty 
dungeon denizen 

thai awaits you in 
Bard's Tale III. 




SKI OR DIE 

Electronic Arts 

Amiga 

£24.99 

THIS SEQUEL TO the successful whacky sports 
simulation, Skate or Die, is now available to 
Amiga owners. There are five frosty events to 
enjoy: Snowboard Half-Pipe - similar to the 
skateboard half-pipe, but with the addition of 
chainsaw bunnies and bumps; Aero Aerials - 
stunts while leaping from a high ramp; Innertube 
Thrash - a bit like Toobin, only on ice rather than 
water; Snowball Blast - An opportunity to pelt 
kids with snow, while they pelt you back; The 
Downhill Slit* - shoot down the mountainside 
doing stunts and jumps while trying to stBy 'On 
The Piste'. 

Each of the events can be practiced individually 
or you can enter the full competition featuring all 
five. Definitely worth getting, if only for the Rob 
Hubbard soundtrack and crazy Michael Kosaka 
graphics. 

ITS SNOW JQKF 
hurtling off the end 
Of thai ramp at 40 

rnpti. especially if 
you land in any 
position other than 

an uptight one 
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The Soviet Union has produced the 

finest air superiority fighter in 

the World. 

Now Domark give you the thrill of 

flying the formidable MiG-29 Fulcrum on 

your computer. 

Prove your skills in a series of gruelling 

missions based on real life scenarios. 

MiG-29 Fulcrum - the ultimate 

experience in combat aviation. 



ONLY THE MiG-29 FULCRUM 
SIMULATION OFFERS: 

51 Full force aero model 

& Economically optimised controls 

51 Actual instruments and avionics 

51 Accurate modelling of high g-eff ects on 

pilot, including simulated black-outs 
51 "Expert-driven" combat systems 
51 Unique missions featuring real 

world scenarios 





^ ^^ Programmed by Shnli ltd. 

Software, Instruction!, Artwork and Packing IQ1990 Domark Software Ltd. 

MlQ-34 photography courtesy of iohr> iake.'Osprey Pubtisrung ©1 990 

Pubhihtd by Domark SoftwiK Ltd,, F*rry Hon*, 51-ST lacy Head, London SW1 J 1 PH. Tel: (M1)-7B0 5534. 

Available on; Amiga, Atari St, IBM PC 3.5' A 5.93". Amiga, Atari ST, IBM PC screemhots 
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SHORT STORIES 



• Mindscape is planning a game 
that's greener than The Turtles, 
having signed up the popular 
American cartoon character. Cap- 
tain Planet (who's currently attrac- 
ting nnoreviewers in the states than 
tire terrible terrapins). Captain 
Planet is thefirst 'green' superhero, 
who, with his five helpers, under- 
takes missions ta save the envi ron- 
ment. The cartoon will be shown 
here from April with the game 
following later in the year. 




* Movie stardom beckons for the 
popular coin-op and computer 
beat 'em up Double Dragon. 
There's no news as yet as to the 
casting of Jimmy and Billy Lee, but 
Double Dragon - The Movie is 
being produced by Imperial enter- 
tainment under licence from the 
copyright owners Tradewest, and 
shooting is to begin in the Autumn. 
While computer game characters 
have been the basis of television 
programs in the past, this is only 
the second time that they have 
starred in a film, the other being the 
Mario Brothers film currently in 
production. 

* Lexi-Cross is a word puzzle 
game with a futuristic television 
settingfromlnterplayProductionis. 
The show is something like an 
upmarket version of Countdown, 
with Carol Vordermann replaced 
by a beautiful droid Robanna. 
Th a re a re o ve r 600 word pu zz I es to 
solve in either solo or face to face 
games {with a modem link option}. 
The initial PC version of Lexi-Cross 
will be available through Electronic 
Arts in March at a cost of £29.99. 




Megaphoenix - 

classic 70's 

coin-ap action 

given the 30 s 

treatment by 

Dmamit 




TTie Brothers Lee 
in action In Double 
Drag&n II - but 
Who'll pray the 
boys on ttw big 
screen? 



* Spanish supremo Dinamic has 
chosen an April release date for 
Megaphoenix. an updated version 
of the ancient coin- op Phoenix, 
which features more classic action 
against the swooping birds and 
theirexploding eggs. However, the 
original concept has been brought 
more in line with the latest shoot 
'em up trends - for example, a 
large end of level ship, the 
Megaphoenix, has been added. 
Other innovations include more 
power ups to be collected, a 
simultaneous two-player mode 
and a £24.95 price tag, 




Reliving In* racing 

legend's, pain and 

humiliation wllh 

Mflri'p Andrew's 

Racing Challenge 

Spectacular 

crash&s can be 

reviewed using the 

action r*play 

I e attire, 



One thing that's 

evident from 
Inlerplay s 
Lexi-Cross TV 
games Now humour 
hasn't got any 
better, even in Ine 

21sl Century. 



* Electronic Arts is to complement 
its excellent fndianapo/is 500 rac- 
ing simulation with Mario And- 
retti's Racing Cha/fenge. 
Developed by the auto specialist 
Distinctive Software Inc (the team 
behind Test Drive et a I), this follows 
the career of the top American 
driver. The player can attempt to 
break Mario's records On all of his 
favourite courses in Sprint Cars, 
Modifieds, Stock Cars, Sports 
Prototypes, Formula One, and 
Championship Cars. However, in 
addition to demonstrating driving 
skills the player must manage 
resources and sponsorship if he is 
to mirror Andratti's meteoric rise to 
the top, Mario's Challenge will be 
available on the PC in March at 
£29.99with other versions planned 
for the future, 



THE GOAL-DEN 
SHOT 

The Kick Off 2 Golden Goal Off The 

Month 

PRESENTED BY THE ONE AND ANCO 

ANNOUNCING THE KICK OF 2 GOLDEN 
GOAL CHAMPIONSHIPS 

NO MORE shall we disperse good money for superlative goals, 
no more will one lucky person walk away with £100 worth of 
software for placing a ball at the back of a net, With a mere eight 
months before the start of this year's European Computer 
Entertainment Show, it's time for the playoffs to begin! In the 
months running up to the biggest gaming event of the year, each 
Gold en Goal winner wi II earn the mse Ives a place in the exc lusive 
Kick Off Championships to be held on The One's stand, with an 
incredrb le prize f o r the lu cky winner. Fuir details wil I fol low nearer 
the date but fomow, let's have a bighand forthe first lucky player 
to win himself a place, Gary 'Lineker' Meal. Vaaaayyy!! 




FROM A rather poor 
ccnlro, Gary and* up 
kicking 1 he ball 
straight Inlo touch. 
The ball li Ihrown In 
and an opposing 
defender prepares to 
run upfjeld wllh ll. 



AS rKfc DEFENDER 

lurnj io pass the ball, 
Gary quick at a Mean, 
mtercapt* and dana 
toward* th* njflB of 
the box, ai a. 
*5-!legte* »ngl. [n I he 



BEFORE THE dsfenca 
can reach him and 
•van bator* ha gels la 
Ihe penalty a»a - 
Gary launch** a 
thiHfdtr-mii ball high 
Into th* air. The ball 
arch** owtr araryor* 
in Ihe boi and lands 
firmly In Ih* corner or 
Ihe net. Th* 'keeper 
can only hang hS» 
head In trtame, 



Da you name a goal that puts even that one to shame? II so. send it to Golden 
Goals, Tlte One Magazine. Priory Court. 30-32 Farrmgdon Lara. London EC1R 
3AU. Please note thai as from rent month the prize Will no longer be JE2O0 in 
cash, but £100 of software. Remember, we only want the b*st. the very best ■ 
anything less jut won't do. Please note ihat if ycu want your disk returned 
you must sendj a suitable SA£ 

IGNORE THESE RULES AT YOUR PERIL 

FAILURE TO COMPLY with any of these regulations merits 
instant disqualification. 

l r No more than THREE (3) goals per disk, and no more 
than one disk per entrant. 

2) All goals MUST be scored by the entrant and NOT by 
the computer jeven in Position play you have to be the one 
that gets rt in the net). We can tell, so don't waste our 
time, 

3) Trie disk LABEL must contain the following information: 
the entry's format (Amiga or ST], the entrant's name, 
address and (if applicable! telephone number. A descript'on 
of the goals would also be handy, along with what type (rf 
pitch they were scored on. 
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Are you bored of games that pose 

no real challenge? Mindless 

adversaries that can't fight back? 

Dumb nasties who just ask to be 

slaughtered? 

GODS is a complete departure! 



Featuring a revolutionary system of 
artificial intelligence, your opponents react 
to your actions and interact with 
the environment. 

Perhaps guile will achieve mare than brute 
strength! Your cunning, as well as skill 
with the fearsome array of weapons at 
your disposal, are needed equally to 
overcome the enemy... 



Award- winning Bitmap graphics 

and music by Nation 1 2 make 
this their mast exciting game 



ever*.. 



Have you got what it takes 
to bo a GOD? ,M 



Amiga, ST, PC 



CI, Mflrtpc'l'ii mutmwt, W m ft f> I n 

i # • t rn* iiiinip inihffi, r 
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Defence of 

Kati Hamza visits Graftgold to find the veteran 
developer taking up arms in a new kind of strategy 
game. 



HLONG TIME AGO when Graft- 
gold's Steve Turner was just a poor 
overworked Spectrum program- 
mer, he had the germ of an idea: a strategy 
gome with a simple user interface that 
offered a complex gameplay challenge ol 
the same time: "I had the design all mapped 
out, but when I started adding up what I'd 
need, there was just no way a Spectrum 
could do il, so I |usr binned the idea." 

Five years an, with o whole host of 
Graftgold projects including Paradroid, 
Rainbow fei'ond's Olid Sj'rnuJcrtJ behind him., 

technology has finally caught Sieve up, 
What seemed impossible with 4SK of 
memory fed by a cassette recorder 
suddenly appeared more plausible when 
faced with 520K and a disk drive, 

In the end. It was a selection of fractal 
mop demos that finally kicked ihe concept 
back to life. Steve expands: "We saw them 

and we thought what kind of a game could 

we do with these ma ps? That's when we put 
the two together." 

The upshot is a game thol centres around 
cash, You're a ki ng bel ongi ng to one of five 
races (ore, human, dwarf, eif or Amazon] in 
possession of a certain amount of territory 
and slavering for more. 

Achieving your oims is a question of tax 



control With some clever military 

manoeuvring and modicum of fin uric id 

wheeler dealing, me oim is to construct a 
spider'! web of financial connections 
designed to fill your gaping treasury, If all 
goes well prudent strategy and some deftly 
applied coercion should make you fat, 
famous and very, very rich. 

Steve, who doubles as Design Co- 
ordinator and pcograrnmei" of all the fiddly 
bits, is ihe first to admit thai mis isn't what 
you'd coll the most original scenario since 
Pong-. "It's been done before, but those 
games have tended to be either pure 
strategy, or strategy games with a couple of 
arcade sheets thrown in, which doesn't 
work very well. What we've tried to is make 
the strategy gome come alive with pictures, 
sounds and movement so that you get the 
feeling that you're trying to control a real 
world, Whenever someHhing happens we 
want to show people." 

The result is a veritable orgy of graphical 
integration. The map system at the heart of 
the display is entirely fractal- based. From 
the main mop ifs possible to zoom into o 
variety of smaller mops which geographi- 
cally resemble the original. 

In bottle, this landscape isn't just for show, 
Ihe 3D actually influences Ihe course of the 




THE MAIN MAP screen provide* an overall world view. A single click on the relevant 
Icon {In* graphics haven't been completed yet) shows the distribution of army units, 
cities and laic links. Note that In keeping with Steve's stringent principle* ot on-screen 
economy, all Ihe information you need On your financial affairs is displayed in three 
piles of coins. These show incoming tax. outgoing expenses, and the amount currently 
In your treasury, 




THE MAIN WORK screen scrolls in 
glorious fractal 3D at around 12 cycle*. 
It's here that you perform your day-to-day 
duties end gain in-depth information on 
units and cities. This is wher-) the 
resemblance to Powerrnongw ■£ fl t ft* 
most obvious, although Steve is qu'ek to 
point out that this Is only superficial: 

'"Powermonger rune fail When you've 

hardly got any map en the screen. When 
there are lots of polygons it stows down 
lo an absolute crawl, We've gone for 
speed ol update rather then zoom In and 
twist ability so that you can scroll around 
the map at a decent frame rale and get 
response from the icons, It feels more 
arcadey, less stodgy" 



IN THE SPIRIT ol graphical integration. 

clicking on individual army units brings up 

a detailed illustration of exactly the race 

and type of soldier you're dealing with. 

With a couple ot extra clicks you car) 

re-equip this Amazon entirely transform 

her Into a heavily-armoured Intantryperson 

or give her a horse end promote her to 

the cavalry. Weapons are always available 

as long as you have the sash, so It's 

entirely up to you whether you build up a 

small company ol elite Iroopa with 

excellent weapons or make do with a 

larger, more ramshackle bunch. 
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conflict. If you're up tfie hill and charging 
downwards you'll have the advantage 
over Hie people comi ng up. In a large- sea le 
confrontation it's possible to focus on 
specific unite and chan g e ihei r f ormation or 
t move them oround accordingly. 

"Inevitably, the obvious comparison is 
with fowermcwiger, but I think we've gone 
quite long way towards a better solution 
Irian that,* enthuses Slav*. "The point is that 
everything is relevant, If you wont to loot ol 
a city you get a proper picture rather thon 
just a few words* From this picture-, the 
ployer can lell whether the city is large Or 



smol I and there's specific teicl to i ndieate the 
mood of the people - whether they're 
hungry, ecstatic or depressed- 
According to Groftgold, the best strategy 
gomes are like Chess; it doesn't take long to 
g rasp the rules, but you con spend a lifetime 
learning how lo use them. Right from the 
start the oim was lo front o complex word 
model with a simple user interface. "There's 
no need to worry about how lo do things - 
you can just concentrate on deciding whal 
to do." 

A large ch unit af development time so far 
has gone into whittling the icons down to a 
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SO FAR flesfms uses around 2DC different sprites, ranging from giant unit II lustrations 
through lo the tiny animated soldiers shown here. Sieve is determined lo keep In as 
much animation as possible, including a spectacular five-frame waterfall - however, if 
memory pressures demand, tire more peripheral eftecls will have to go- 
minimum. Wherever possible, the obvious 
should always work; if you wont . move 
your troops wwfi, for example, you 
simply dick once on the men you want lo 
move, once on the ploce you want them lo 
move to, ond they'll automatically 
negotiate the landscape lo get there. 

The world model has been designed to 
tutor the player, il continues evolving 
whether or not you participate in its history 
and displays a series of prompts and 
messages designed to spur you into action, 
This hosobviousodvqntages for beginners ■ 
forocrashcourseinhowlhings work, jusl sit 
bock, relax and learn as Hie action unfolds 
Beneath this deceptively simple surface 



EACH OF THE FIVE reces 1$ divided into a number of sub-species (good and bad 
elves, for example! and taw different fighting abilities, especially whan II comes to 
using weapons. A heavily-armoured man can see eft tight ordish Intantry falriy 
smartish, but an ell with a bow la almosl unbeatable. 



HUGE FIGURES like this are vital for 
atmosphere but heavy gn memory. Before 
compression, they notch up a massive 
55 k. 





ALTHOUGH 
EVENTS have a 
tendency to evolve 
independently, 
even at the 
outermost reaches 
of your empire, It's 
vital to keep 
abreast of exactly 
what Is going On. 
For now 

Hawkmoor seems 
fairly peaceful: if 
you sent a party of 
troops here they'd 
pf* given a friendly 
reception, have a 
good time, and 
boost morale- If. 
however, the 
people were 
hostile or In 
alliance with 
somebody else, 
your soldiers 
*ouhd 

automatically lay 
siege and block off 
any relevant supply 
routes. 
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lurks d complex a nd 
highly structured 
game, every port of which has been 
painstakingly worked out for maximum 
potential,. Steve adopted the; mop editor 
used to plot potrol points in Simulcra to 
position dtias grid build up interdependent 
structures by hand: "Triisisn'l going to be the 
kind of game Shot has six million random 
starting points., because I'm trying to create 
a really interesting world to fight for," 

The dly models tote account of a variety 
o^ different factors whenever a financial 
decision is mad*. Nothing is. as straightfor- 
ward as il seems, even if you start with the : 
biggest empire on the map: the larger your 
kingdom, the more prone itijto developing ' 
factions which hove o tendency to split off; 
Whatever you do, ifs vital to considerall 
of the possible consequences of your 
actions. For example, you might think that to 
make a city grow, a II you need to do is cut its 
laxes, J ust when y ou Ihin k a II your problems 
are over, you're foced with o population 
explosion, on influx of immigrants encour- 
aged by the thought of easy pickings and 
incipient famine. "Thqt's one reason why a 
message feedback system is so vital," 
explains Steve. "You ignore complaints 
from your subjects at your peril," Leave 
them alone too long and they begin to 
change Iheir allegiance by trading with less 
bos h fu I <_' w pe?ro r *. 

Perfecting ibis artificial intelligence is a 
mind-boggling process that Steve and the 
team is still trying to get to grips with: "In this 
kind of game the worst bit is trying to- make 
the computer ploy so that you feel you're up 
against a proper player. The problem is that 
it can't take too much time or memory, It 
doesn't matter how much ti me the computer 



sun 

NO DEFINITE SOUND work has begun as yet, but there 
are plans to specially' re-write the in-house generator 
Graftgold's resident sound expert, Jason Page, has what 
are mysteriously described os 'big ideas'. At this stage they 
e n compass between 50 or 60 samples and lb© concept of 
orchestrating a variety of different lunes and sound effects 
info something more like a film score than a tune. The 
sounds won't be predetermined, instead they'll actually 
respond to how well you' re doi ng in the game - increasing 
in volume when things get exciting and easing off when 
things cool down. The advantage is that you end up with a 
soundtrack that doesn't repeat itself too often, become 
tedious, or get on your nerves. 



ne*ds to think in a Chess game, but at 
arcade speed the computer's got to keep 
thinking in little bits while the game's going 
en," 

It may be tough, bul Steve isn't dauntedj 
"Lost year we didn't Ihink that the 3D map 
would be possible ot the frame rote we 
wanted, but we're really pleased with that 
now* He's confident that come summer 
hell be say i rig Exactly the some th ing about 
the Al. "Ifs already starting to come ! 
together." 

Meanwhile, Graftgold has plenty of 
other irons In the fire. fi>» And tee, an 
arcade cutesy in the mould of Rainbow 
Isionds, is currently being programmed by 
the other Graftgold supremo Andrew 
Braybrook and plans are afoot la convert 
Parodroid to the PC Engine for NEC. 
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Realms is being 
developed using PC* 
running the infamous 
Vekfor 

Gra fix/Re* to ruff 
development (ystom 
Snasw. h'i been split 
inlo a number of 
development 
modules sa thai aH 
ihrcrs versions are 
actually in progress 
at ouch. Differenl 
module* are 
developed on 
different machine* 
Odd then converted 
across. Il's too soon 
'a Soy how much 
ipoee all of this data 
"n going 10 take up, 
bur the in. house 

I'lMipiWIlll is 

definitely going 10 be 
called in for the 
nwmory-inhensive 
thee! graph cs whkh 
•t con reduce la 
around 35 per cent, 
And because 
everyone at 
Grangald hales disk 
swapping and. 
accessing they'll oil 
bt doing their best 
1* ke*p (bat to a 
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INSTEAD OF USING a standard backdrop to iHuslrale cities, trie 
graphic* (rendered in Cyberpaint\ can be tailored lo iHuslrate (he 
specific situation of a town: lots of wholesome looking houses if 
things are going well, more ruina It they're rwL 



FOHGET COMPLEX MENUS and long instruction book*. It takes just a few Icons lo control 
your empire, but hours to wort out exactly how to use them best. 




the GUYS that make it possible. Steve Turner and tha rut ot the 

boys with the brains. 
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project 

ELF 

PUBLISHER 
Ocean 

AUTHOR 
Nirvana Systems; 

Paul Oglesby 
(Graphic*) 

Damian Slee 

(Coding] 

INITIATED 
February 1 990 

RELEASE 
AMIGA 
Late March 

ATARI ST 

Lafe March 

IBM PC AND 

COMPATIBLES 

TBA 
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Ocean's 

latest is set 

in a land of 

little 

people - 

Ciaran 

Br en nan 

plays 

Gulliver. 



Little Things mean R Lol 




T5 NOT EXACTLY RARE that a 
couple of new faces appear in the 
office* of o major software 
company, drop a disk or two on Hie 
development manager's desk and 
announce that they've almost finished a 
gene that's good enough for publication. 

What is mare - extremely rare infect - !* 
to find mat they're right. 

Paul Oglesby and Damian Slee are the 
duo in question and (tie gome they 
confidently presented to Ocean contained 
on early demo of Elf, a platform-based 
blend of action and strategy, held together 
and spiced up with a healthy dose of goad 
humour. 

Collectively known a* Nirvana System*, 
Paul and Damian have lived in close 
proximity in Harrogate for longer than 
either cares to remember. Consequently, 
their coming together a* the latest in a long 
line of programming duos was less lhan 
dramatic. "After we'd both fi nished Univer- 
sity, Paul came around one day and said 
'why don't we write a game?'," explains 
Damian. 

So had the poir wailed away their 
younger days in front of o monitor screen? 
"No, not really," Paul reflects, "my brother 
had a BBC and I played a lot of game* on 
that, but nothing much otherwise," 

But despite this relative lock of gaming 
experience; the idea that they should 
combine their talents in this way doesn't 
seem so unusual when you learn that Poul 
studied animation at college, while Damian 
took computer science, a marriage mode in 
heaven a* for as game development is 
concerned. 

And so to the team's first efforts. Elf takes 
up the story of a diminutive chap called 
Comeliu* who finds himself in the unlikely 
role of hero when he ha* to rescue his 
girlfriend who's been kidnapped by an evif 
gang.. The exact nature of this gong, and 
why they should be kidnapping girls hasn't 
been decided as yet, but Damian is keen to 
point out that the plot isn't simply the same 
old fore; "It's a pretty well-used storyline 



really/ he admits, "but it's gat quite a good 
twist at the end." 

To get his old lady back where she 
belongs, Cornelius has to negotiate six 
levels - mast of which comprise over 100 
screensl The little blighter works his way up 
from hi* initial standard weapon through a 
series of spells and upgrades to eventually 
become the toughest Imp on the block. 

It's not just a matter of massive death and 
mayhem though. Some of the obelisks 
which block our hero's path are indestructi- 
ble, so in addition to shooting just about 
everything that hops, skips and crawls 
through this fairy tele land, ifs also 
necessary to work out the best route to get 
to the end of eoch section. 

Because many of the screens hove to be 
'solved' as separate puzzles, the boy* 
weren't able la scroll throughout the 
environment. Instead, the transition from 
screen to screen is accomplished via some 
impressive 'burst scrolling' - where play 
stop* momentarily ond, rather thon simply 
nicking to Hie next screen, the whole image 
quickly scrolls in the appropriate direction 
ond the action starts again in front of 
another sialic backdrop (it's not known at 
this point whether this feature will make it 
across to Ihe ST version). 

This impressive feature is only one of 
many that have been incorporated in the 
program: the way the multi-coloured 
screen fade* la silhouette when Cornelius 
enters the shop and the 'reflection' of 
images in shimmering water con only be 
described as delicious. 

So who t's next for the men from Nirva no¥ 
The/ re remaining quite tight-lipped about 
the form that their next game will take, 
divulgi ng no mo re lha n that it will be a space 
game and that it will probably be published 
by Oceon. 

One thing's For sure though, if future 
product retains the quality displayed in mis 
initial effort, then it shouldn't be too long 
before this little EH is replaced by a 
developing giant. 




DOORS, LADDERS, cute (and not bo cute) wildlife and 

Cornelius himsell. Elf's environment is nothing if not pretty, but 

our hero has little thence to take In the sights as things are 

about to start hitting the fin... 
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OUTSIDE ONE OF THE many shops (left), 
Our hero has jusl a couple more bad guys 
to see oft before he can pep in tor a 
browse, 

ONCE INSIDE (below}, you're presented 

with a list of options: the Idee of selecting 

your own power-ups isn't new by any 

means., but It's rarely been executed with 

es much style as you see here, In this 

little emporium, Ihe idea is to Swap the 

herbs and 'pets' that you've collected 

along the way for a variety of useful 

spells. 
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THIS WORLD is really buzzing; the top 

si* panels are animation frames ol some 

of the 'living' floating platforms, while 

the remainder are some ol the less- 

Intlmidating inhabitants (check out those 

nauseating bunnies though 

euuugghhh!). It doesn't do too much 

harm to knock off even Ihe cutest of 

Ihese sprites, it does however affect 

your eventual 'nieeness" rallflg, which, in 

turn, effects which Of the two end 

sequences you see. 



OUR HERO is B man of many talents walking, jumping and 
ducking are just three ot them, as illustrated by these 

animation frames, 
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IT'S NOT NECESSARY to destroy every- 
thing trial moves - In fact, it's sometime* 
desirable to stop awhile and shool the 
breeze with the locals father thin simply 
shooting them). This chap on the left, for 
example, looks like sn interesting type.., 

,..IF YOU DO choose to take a kxeak from 
killing cutws, you'll find yourself at this 

intricate 'interaction ' screen (below). The 

intricacy and attention to detail doesn't 

stop at the graphics either there's some 

genuinely funny banter to be engaged in... 

b your wit up to the job? 
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Sixty years 

saved from the threat of destruction at the hands of 

invading hordes; but a prosperous future was denied by a 

greater enemy -the Earth's changing climate. Reclaimed by 

the seas which had created her, Midwinter was abandoned 

by her people, in search of a home on any friendly island 

standing tall above the rising seas. 



X "In the more temperate equatorial 
J > reaches of the Atlantic, only one of 
forty-two islands held out a hand, 

welcoming the survivors into the 
Atlantic Federation, a force for 
peace, prosperity and democracy. But the new home is threatened 
by the evil Saharan Empire, a mighty military dictatorship based 
on the African mainland, already enslaving the other island 
communities, and ultimately intent on conflict with the Federation. 

The enslaved islands are home to freedom fighters looking to 
break free from Saharan domination and join the Federation. The 
mammoth task facing the Federation is to covertly aid the 
liberation of as many islands as possible before the Saharan 
Empire makes its final push for Atlantic domination. The Flames of 
Freedom must be lit. The torch is about to be passed to you n 




Push your body and your wits for hours on end against the most amazing, exciting and adventur 



ous 
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As the best Field Agent the Atlantic Federation has, you 
are charged with the execution of highly dangerous 
clandestine missions on each of the forty-one islands. 
Each island has its own political, administrative and 
cultural perspective, so each mission will require 
different aspects of your chosen physical, mental and 
psychological skills. 
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RESTRICTED 

MISSION BRIEFING - BENl MAZAR 

¥our first mission objective is to sabotage a 
Power Station, You'll need to think through 
the entire process for yourself:- steal 
explosives from a local army base; find the 
engineer who designed the station; rescue his 
daughter to persuade him to give you the 
plans; hijack a vehicle for use; dodge or 
kill the sentrys; plant the explosives, and 
finally escape unseen, 

In every mission, you are on your own, but not 
without help. There are 4000 individuals with 
which you snay interact, including friends, 
foes, and foes pretending to be friends. 
Every character has their own looks, 
personality and life history to assess. You 
have twenty- four modes of transport available 
to you, across land, through the air and both 
across and through the seas. You have over a 
quarter of a million square miles to cover, 
all mapped using Maelstrom's unique 3-D light 
sourced fractal landscapes, and thousands of 
buildings to explore. 
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lames 01 



challenge, fought according to 
your strengths, weaknesses 

and abilities, and visualised via 
graphics sequences even more 
stunning than those of its 
iredecessor- with Midwinter II, 
w age dawns 



Flames of Freedom will be available soon for your 

Commodore Amiga, Atari ST and IBM PC Compatible, from 

Rain bird, the Masters of Strategy. 

mturous strategy game. Midwinter II, This time its personal ! 
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Sophisticated character profile 
generators allow you lo choose your own 
looks, sex, psychology and physical 
characteristics. 

Choose to use Training mode to 
practice any aspect of the game, Firefight' to 
try one complete mission, or 'Campaign" to 
tackle the whole shooting match ! 
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+ Cover a qiuarter of a million square 

miles of accurately mapped 3-D terrain, 
generated by light-sourc&d fractal techniques. 

* Auto-route options allow you to plan 
and execute travel within the 3-D 
automatically 

* Interact with 4000 characters, each 
with an individual personal profile. 
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+ Utilise 24 modes of transport, 

across land, skies and seas. 

* Fight with 12 different weapons 
against a massive array of opposing 
firepower 

* Use your investigative and 
deductive techniques to solve endless 
challenges to aid your progress, 



MARCH 
1981 



- ■ 



tito 



■ nil— li«b nn«iLjfc^t 



dtauaaltHi 



-^»- 



28 



IN 



PROGRESS 



PROJECT 
Super Con 2 

PUBLISHER 
Gremlin 

AUTHOR 
Magnetic- Fields 
Andrew Morris 

and Jeremy Smith 
(Graphics) 
Shaun Southern 
j Programmer) 
M C Slack (Music) 

i 

INITIATED 
October 1 990 

RELEASE 

AMIGA 

End MwcK 

ATARI ST 

End March 

IBM PC AND 
COMPATIBLES 

N/A 



'Given the 

pedigree 

of the first 

Super 

Cars 

game, 
and the 

extra 
original 
features 

in this 

sequel it 

certainly 

looks like 

Gremfin 

and 
Magnetic 

Fields 
have a 

good 
chance of 

taking 

Pole 

Position 

yet again. 5 
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E REVIEWED the original Super 
Cars way back in February erf last 
year (I sue 1 7). It was veteran fj- 
Bit programmer Shown Southern's debut 
1 6- Bit game, and one of the- few playable 
co nlertd ers for Super Sprint' $ crown . 5 mce 
then a lot of water, and traffic, has gone 
under Ihe bridge. 

Since the completion of Super Cors, 
Shaun a nd me re$l of me team at Magnetic 
Fields hove stayed with the motor racing 
theme, creating the superlative Lotus Espri t 
split-screen racer tor Gremlin. 

When me team fumed their attention to 
Super Core 2 they decided to ppply the 
successful two-player formula once more. 
Considering that the field of Super Sprint- 
inspired gomes has now increased ho 
include the likes of Badlands and I von 
'Iron Mkin' Stewart's Super Off-road 
Racer (bath of which have the advantage 
of being r.oin-op conversions). Super Cars 2 
has a lot to do if if s to be first past the post, 
The split-screen option could be jusl the 
advantage it needs. 

Unlike Lolus Esprit, the two-player split- 
screen in Super Cars 2 can be switched off if 
you a re playing on your own. If you do play 
with a friend only one afyew has to qualify in 
each round to ensure mat bom of you get 
through, 

Don't be fooled into thi nking that Ihe split- 
screen option is the only extra feature ibat 
Super Co rs 2 has lo o ffer. The most obvious 
difference isthal the 
courses are not 
confined la a 
square area, they 
can now be all sorts 
of weird and won- 
derful shapes, 
made more unusual 
by the addition of 
roads running dia- 
gonally, The find I 
game will have 
either 20 or 2? 
courses, split into 
three levels of diffi- 
culty - that's quite 
an improvement on 
ibe original game's 
nine tracks. 

There ore o few 
extra hazards to negotiate too. Some of the 
jumps now cross actual roads on plher parts 
of the track If you miss the opposite side of 
(be jump the cor plummets onto the road 
below, expled ing spectacularly . This makes 
driving underneath jumps quite hazardous 
- other drivers have a habit of falling short 
and then falling on you! 

In addition there are crossover areas in 
which cars hurtle in from different angles, 
bits of two-way road, barked hills for 
overtaking, gales which open and shut 
constantly (requiring careful timing) and 
tunnels. 

Another innovative feahjre is the use of 
different road surfaces to affecl me 
handling of the cars. Spilled oil and patches 
of water and mud have been carefully 
designed to add Ibat little oil of excitement 
to driving. Each car has a damage rating, 
and every lime you get hit or go spinning 
into a wall your rating drops. If it gets too 
low your car is a write-off . 

This sequel even includes one feature thot 
was pencilled in far the original, but never 
quite made it off Ibe drawing board. Sbo un 
Southern explains: "We were going to have 
o train that crossed over the course at 



Kings Of 
The Road 



The Super Cars are back! Laurence 
Stafford goes for a ride to see if its true 
that no wardens, tickets, or clamps can 
stop them. 




certain poi nts - you'd have to lime your run 
over the crossing." Now, an certain courses 
you even have to drive along the tracks 
after the train has passed! 

While the origi nal ga me hod a choice of 
three care (remember the smooth sales- 
mon^l, the new game has only one, but 
there are plenty of bolt-on goodies to buy 
witb your prize money. Most of the 
hardware available is the sort of stuff you'd 
expect to find in Dealhrace 2000 a r Mad 
Man, like front and back-firing missiles. 



TemnopoRn 

No. of sprites: 288 definitions of the cars (32 for each of 

the nine different road slopes], 

Sprite usage: Main processor time is taken by chopping 

shadows. There are a maximum of 1 cars on each half of 

screen. 

Frame Rotsi No more than three frames per second, 

maybe two at times, 

Stie of Graphics Data: approximately 200k per sprite, 

uncompressed, There are 20 courses at 1 90k which 

crunches to 40k eoch, Other graphics take up about 

0.5Mb. 

Siie af Object Code; 40k 

Development System: Amiga 2000 with accelerator 

board, 40Mb hord drive and 3Mb RAM running Hisoffs 

Devpac II. 



mines, machine guns and armour. There's 

even a nice selection to keep the pacifists 
happy: try out turbos, or foster acceleration 
and top speed for just a few examples. 
Rather than dealing with the blonde 
bombshell i r the first gome extra parts are 
now bought via a computer system in the 
shop. Too bad! 

To add la the atmosphere, Shaun has 
once again added some special screens 
between races. In one, a Department Of 
Transport inspector questions you on the 
highway code. Get the answers right and 
you get extra money and points, get them 
wrong and you ore heavily penalised, 

Given the pedig ree of th e first Super Co rs 
game, and the extra original f ealu res in this 
sequel il certainly looks like Gremlin and 
Magnetic Fields have a good chance af 
taking pole position yet again. 



THERE ARE a lot of 
explosion sprites — 

and they're all 

needed! Once your 

damage meter 

reaches zero, one 

more collision is all 

h latest io tend 

you up tn imoke. 

Falling short on a 

Jump is another 

way Of making a 

fireball. 



Here's how the 

original Super Cart 

looked like (above}. 

It was one ol the 

more successful 

Super Sprint 

Inspired products, 

notable for its 

larger graphics 

placed inlo a 

scrolling window, 

rather than Ih* 

whole playing are 

being squeezed 

into one screen. 

The sequel 

promises to deliver 

even men 

payability. 




HERE'S WHERE 

I hose pretty 
explosion spriles 

net put to good 

use, Jumps are not 

only riazer- dous 

lor the cars 

attempting ihem, 

but also tor those 

[ravelling 

underneath. You 

can be driving 

along, minding 

your own 

business, when 

you are suddenly 

till by half a ton of 

tailing Volkswagen. 
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HERE'S THE main 

feature- neatly de- 
monstrated spill- 
screen rating 10 
accommodate Iwo 

player duels. Each 
half of the screen 

scrolls separately 
ta keep the respec- 
tive car centered. 




THERE IS a delinition 01 Ihe bar (Of every 
passible di reel Ian on each type of road 
section (haf r one hell of a lot of sprite 
data, but the cars In action are 
impressive. 




THESE STATU S panels have Stl 1 1 to b* fully i m elemented, but they 
will eventjally provide useful Information during each rate. It's 
always handy knowing exactly what sort of hardware you have 

left for providing the opposition with extra in-ear ventilation. 



ANOTHER problem is tunnels. There are a 
few rike long ones, and since you can't 
see what's happening It's very easy to gel 
jammed up against a wall or to collide 
wflh Other cars. Even driving in a straight 
line is no guarantee against the reckless- 
ness of other drivers, 





THESE MINI maps 

of the courses 

show where ears 

can travel and 

wlicrfl jumps and 

tunnels are located. 



A NEW addition is 
the occasional 
jump over lower 
sections of road 
(left). These might 
not look too 
difficult, but unless, 
you get your 
heading and timing 
right they can he 
disastrous time 
wasrera. 



the 



SOU! HERD COmfORI 

IT IS A TRIBUTE to Shaun Southern's programming skills 
that he has been able to use much of the controlling code 
form the original gome in the sequel: "I took o couple of 
things out," he explains, "and tidied it up a bit. It actually 
runs a little too fast at the moment."' 

The ears are controlled in the some way as the original 

m e, although there is an option to change that: "I've kept 
e handling the same as in Super Cars," Shaun told us. 
Playability is the most important aspect of this sort of 
game, and people liked the first game because tht 
handling was good. It was eosy to do things like 
handbrake turns. Now you can even get the car to take off 
in the air on bits of the road that aren't even jumps " 

Many of the additi o n a I features in the sequel, such as the 
trains, are ideas that Magnetic Fields had originally 
wanted to implement in the first gome, but were forced to 
leave out because of time or technical restraints; "A lot of 
extra ideas come from reviews of Super Care," was 
Shoun's opinion (and one which should gratify much- 
maligned critics), "I think we managed to get everything 
we wanted into this one. 

Perhaps because the essence of the code for Super Cars 
2 already existed, the most difficult aspect of the 
programming proved to be catering for the more 
complicated course designs. All the courses are built up of 
predefined graphics blocks and overlaid onto that is a 
map showing where the cars can travel, where the jumps 
are and masking so that the can disappear when 
travelling under bridges. 

Shaun tried lots of different methods for achieving this 
particular effect before coming op with a practical one. In 
the original game the cars disappeared when Ihey went 
under certain colours, but this method is rather too slow. 
The code in the sequel checks for the cars moving info 
certain areas from other areas and knows where to cut off 
the sprites. The system also calculates where to place the 
shadows when the cars are jumping. The only constraints 
imposed by the new system are that jumps have to be 
vertical, and bridges horiiontal- 

So will there be another Super Cars game? "I don't 
know," replies Shaun, "that's up to Gremlin, There may be 
extra course disks, those would be fairly easy to do. The 
courses included with the actual game will probe bly be on 
o disk of their own a nyway. If we do an add -on cl isk it will 
be quite a way in the future." 

There is no news of a PC version of Super Cars 2 at the 
moment and Magnetic Fields certainly won't be 
implementing it if there is. An ST version is definitely on the 
cards though. The team are hoping that the dffference 
between graphics for each machine will be less severe 
tha n it was in the first game, Hav i ng said that the Amiga sti 1 1 
uses 64 colours compared to the ST's 1 6. Essentially 
however, the courses and thegomeplay will he exactly the 
same. 

Atrhe moment the whole team is working on SuperCars 
2 so there ore no other projects in hand. Whaf s next? 

ere may be a follow up to Lotus... who knowsB 
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THE ZHODANI CON SPIRACY 

TIKIS SCIENCE fICTIIN 
NlE-rilTINf LIGHT 
YEIRS FOIVWE 



" Heralded The American Computer 
Role-Playing Game of the Year!" 
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The four legendary 
Frontier Wars nerve 
passed, each started 
by the Zhodani 
and each ending 
in a shaky 
peace. . . . 
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Now with 

the help of corrupt 
imperium officials the 
Zhodani and the Outward 
Coalition are 
planning a fifth. 
Smuggling arms to 
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BASED DN 

MEGITHRVEILER 

RT GOME DESIGNERS' 

WORKSHOr, THE WORLD'S 

most ririiii SCIENCE 

FICTION HOMING SYSTEM 
VERSHTILITT 

The most sophisticated character 
generation system ever devised, five 
military classes, more than 70 talents 
and abilities. Allows player to control 
character development through 5 services: 
Army.. Navy. Marines, Merchants and Scouts. 



traitorous groups within Impenum borders the 

Zhodani are planning to strike from within. 

IMAGINATION 

Flexible gaming 
system supports any 
playing strategy and 

allows multiple 
solutions to problems 
and obstacles 






COURAGE 



RE500RCEF01NESS 

Saving the universe costs money: 

a detailed bartering system lets players 

earn Imperial [f==j=flj 

interplanetary 
trading, with 
30 types oi 
cargo. 

SCREEN SHOI5 TAKEN 
FROM IBM fC VERSION 



28 planets and 
satellites to explore in 
8 systems filled 
with exciting puzzles. 
dangerous subplots 
and interesting 
characters to 
encounter. 



FIREPOWER 

Realistic, combat sequences let 
you control each ol your 
characters individually, while 
still giving general combat 
orders to the other members ol 
your' party. Utilise more than 30 
weapons and skills in this 
advanced combat system, 

"MegaTraveUer 1, a game 
that truly warrants the highest 
level ot praise, the attention to 
detail makes it exceptional'" 



72 varied skills to learn 
and use including 
medical, piloting, 
communications, laser 
weapons, bribery, 
demolitions and handgun. 




Supports AGUb Mwic Card and 

Seal. Sjunc' kt sfejte-af-the-ari 

mtB»af scons, dp'teecf speecf: 

0>^ jftjisric sound eltecs. 





"MegaTraveUer 1 is one of the finest role- 

playmg computer games in at least the 

last three or tour years," 

"MegaTraveUer I is one oi the best 

science fiction rol&playlng games ever 

tor the computer." 

t^JOmTAlSNFSOMDRA$0!iMAGAZa^:i!$.&Si\SESTBUSTi^ 

MA&AmiEVS. 

Ospmrfllbr. C J OW ftnogon SeMWOt* Carjxirnttan and Soma Dm(ji™J' WitfJKHflp. 

WcrtilOp L*»™d re WTOE SOtTWASI. All flfrUtt m«™) 

EMPIRE SOFTWARE, 4 THE 5TANNETTS, 

1AINDOH NORTH TEADE CENTRE, BASILDON, ESSEX SS15 6DJ. 

TEL: 0268 541212 
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By Royal Appointment 

Laurence Scotford receives a royal summons to Palace Software to witness the 
artistic talents of their top canvas creator, Jo Walker. 



ARTIST 
Jo Walter 

PUBLISHER 
Polace Software 







1 



HEN ARTIST JO WALKER left 
college Lift«r studying Visual 
Comm unication and Graphic 
Design for four yean> he opened up a -Copy 
of Campaign, spotted an advertisement for 
a comic artist and waited straight into job 
as a graphic artist with Palace Software. 

"My fir?) experience of compilers wGS 
drawing a sprite on a BBC Micro, "recalls Jo, 
'and that killed off my enthusiasm straight 
fiwoy We did get to work with Maci nlcshes 
during IhefinaTyear at college - they didn't 
feel loo bod - but I never really considered 
computer graphics as something I might 
end up doing," 

Seeing the way Jo worfcs, his roots in fine 
art quickly become apparent. He prefers to 
produce his artwork on paper first if he has. 
lime, before transferring it to the computer 
using DPainl and Palace's home-grown 
sprite package. 

He doesn't go in for fancy hardware like 
digitisers, although he did dry a graphics 
tablet once and quickly rejected it in favour 
of a mouse. "Doing stuff on paper is portly 
the way I was expected to work anyway," 
Jo explains "Pete Stone, the Managing 







BRA IN ACHE DOC CORTEX prepares to tun* in to the Six o' Clock News to get an 
update on the invasion of the universe, Demon lak ha* Inlanrupttd Dec's ten break 
no wonder he looks unhappy, 

DEMON I AK - PURE 
FICTION 

DEMONIAK IS THE FIRST RELEASE to use 
Palace's Pure Fiction adventure system, It 
sets up a game world in habited by 
independent and intelligent characters 
who react to each other according to their 
personalities and changing relationship*. 
Unlike many adventure systems, the 
environment is not stalk, out many events 
are occurring simultaneously. 

Another unique feature is the ability to 
become any of the main characters in the 
game, Events will be viewed differently 
depending on which character you are 
playing at the time. 

Demoniak is. to all intents and purposes, 
the Devii. At least that's what's easiest to 
interpret from the press release: ".■- evil 
incarnate... claws that rip at innocent 
ey es. ,." a nd *. .fangs that lea r the th roots of 
angels." And when we're subsequently told 
that: "A universe worships ot Oemoniak's 
cloven feet,.," that more or less settles the 
matter. 

Anyway, the Devil |ako Demoniak) has 
torn a hale in the fabric of the universe and 





ONE MAN AND HIS 
DOG. Top Palace 

artist Jo Walker 
takes time Out for 
a more relaxed 
moment whh his 
dog Daley, who 

spends as much 

time at Palace as 
Jo doesl 



MAOLOK. ONE OF 
THE 

SUPEP.HEROES, Is 
a wizard and 
serial-killer. Does 
thai mean there 
won't be a sequel 
to Demoniak? 



JUST ONE OF THE WEIRD and wonderful places occupied by equally weird end 
wonderful people thai Doc'i team will have to vistt on ih*ir queer, lo save (he known 
universe, Travel the universe, meet Interesting people, and get totally freaked out! 



sent his evil hordes pouring through it to 
wreck havoc, violence, and generally do 
things that aren't very polite. 

fortunately Doe Corte*, the cleverest 
man in ihe universe, has spotted them and 
he has cunning plan. He forms a team of 
the toughest superheroes ever,,. Johnny 
Sirius, a human-alien hybrid; Mad lot. a 
wizard and serial killer; Sondra, a feminist 
psychic; and Flame, a human torch. 
Together they set out ia waylay 
oncoming evil. 

If ail this sounds a bit like a new vj 
comic, that's probably because Jo Walker's 
superb artwork is accompanied by a 
storyline written by Alan Grant, whose plots 
have graced comic strips such as Batman,. 
Judge Dredd, ffoboCop, and Strontium 
Dog 

Demoniak is due out in April for ST, 
Amiga ondPC, pticedat£ 1 9. 99. hownver, 
if yov would Me a sneak preview, the 
excellent intro sequence is available on dak 
from most good Puhtk. Domoiii libraries. 
See our Demos section for some addresses. 
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Di rector, likes to see drawings first as wall." 

Jo has a healthy, detached altitude 
towards having to eventually abandon 
traditional pencil and paper for a digital 
drawing board. There's never any com- 
parison," he soys. They're very different 
media. I've been drawing with computers 
now for over th nee and a half years and I've 
got used to them, but 1 1 ike to revert bock to 
paper when I tan* 

Jo'; work has a very distinctive comic- 
book style, but it doesn't seem lo be 
something he's cultivated, it's more of o 
natural ability: *Wi the way that I always 
draw on paper. My style's very square, and 
computers lend themselves very wall to that 
sort of thing - they're goad at drawing 
straight lines. I try and make the finished 
artwork on me computer look os much like 
the draft an paper as I can, and that's what 
takes most of the lime." Jo believes that hi; 
style has not really changed ot oil since he's 
been using computers. "Nobody tried to tell 
me how to draw in a particular way," he 
says, 

lx-2000AD artist Mike MacMahon has 
been one influence, He used to draw the 
Slaine strip ond did some stuff in Judge 
Dredd Kevin Q'N eill is another member of 
the 2000AD team who wins Jo's respect. 
One thing Jo certainly doesn't like is 
airbrushea artwork, he prefers comic-style 
line artwork. 

Other than his 
warkfor Palace, the UM^a^a^a^a^aWKtW 
only commercial 
work that Jo has 
undertaken to date 
was during his final 
year ot college. "I 
do think about 
doing ether stuff," 
he admits, "but I like 
working in this 
atmosphere. 
There's not too 
much pressure, and 
ifs a lot of fun," 

Jo's first project 
for Palace was 
graphic design for 
the CA4 version of 
Borfcojifort, and a 
few sprites for the 
Amiga version. He 
was also responsi- 
ble far the graphics 
on the ST conver- 
sion. Then he went 
on to design the 
graphics for Bar- 
borion It. 

Currently Jo is 
working on three 
Palace projects, 
featured here, and 
is also creating the 
animation for Silly 
Pvtfy for System 3. 
He had also done 
some work an 
System 3's Cons- 
tructor some lime 
ago, but it has since 
been changed. 
Why? "They 
though) it was too 
weird!" Well, here's 
hoping for a lot 
more Jo Walker 
Style weird ness in 
future games. 



DANE, THE 
ROOKIE COP, gets 
down to business 
in the lab. Yep, it's 
lime lo waste 
some giant 
ladybirds and 
some... arm... 
(hinqies! 




COMPLEX 

It is 2061 and the Earth is still a beautiful place... lor crime! Thus begins an excuse for a game that Can 
only be described as 'Police Academy meets Monty Python'. 

Yau play Dans, a rookie cap being put through his. paces in the Complex training environment: four 
levels of combat against horrendous robot opponents. 

Yau want to know how horrendous these things are? Wall, the decoy robots ore window cleaners, 
tea ladies, ladies with shopping trolleys, and other things of that ilk - and the hostile robots get even 
sillier Gel the picture? 

The emphasis in Complex is on stick animation. The central character alone has over 120 frames of 
animation, allowing him to walk, climb, run and swing hand-to-hand. 



HOSTILE BREED 

If you love shoot 'em ups, but are bored of the unimaginative fare 
that's formed the bulk of the games in this genre to be released of 
lale, then Hostile Bread will appeal to you. 

The setting is a research station on the planet GENARO-5. An 
earthquake has damaged the walls, rupturing them and allowing 
the deadly animal and plant life to infest the eight chambers that 
form spokes radiating from the hub of the base, The mutants ore 
making their way towg rds the centre — if they get there then the 
population of the base will be wiped out. 

It's up to you to use your shuttle crpft, weapons built into the 
walls of Ihe chamber, and an army of maintenance robots to repel 
the hostile forces and repair the breaches. 

As well as traditional shoot 'em up action you must also ma nags 
the power resources of the boso. Events are happening in ail the 
spokes, all the time, even if you're not in them, so you must skip 
constantly back and forth between levels lo prevent disaster. 

Jo's artwork for this original addition to a tarnished genre is 
brought to life by Barbarian II programmer Rob Stevens, 



ALIENS in 
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Breed 1 r*ach 

the mouth 

at a 

chamber 

there is one 

last chance 

you'll stop 

(hem: a 

huge sod of 

a gun, 

probably 

built by a 

company In 

the North 

East. 

suppliers to 

a certain 

nation In 

the Middle 

East- 
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THE WEAPONS. SYSTEMS Screen in Hostile Breed. The controller likes nothing 
better than wasting the llora and launa of GENARO-5, but ha gels a mile 
stroppy it you switch his weapons system art. But then again, who wouldn't? 



PALACE'S HOME-GROWN Sprite Software gives birth lo a gianl 
turtle, Ha may be green, and he may be a mutant, but he sure 
ain't no sissy teenager... this gargantuan gastropod bites! 










Blue mas 



ACES OF THE GREAT WAR 



WW! Air Cumbat Simulation 

Take control of one of eight classic WJI I fighteis 
and find out h . m really are. Fly ft ith 

the best— Richihofen, Fond, Maimock, Ricken- 
bachcr— and learn their tricks and leduiiques 

* Action dogfight, solo, and learn missions f*r one or two plovers 
using a single computer wilh any comhirolion of keyboard 
joystick, or mouse. 

* Strategy Dogfight: For itie skilled purist, Elite Mo* ncis like a 
h nhlyin'elligent strategic hoard game, allowing yon and your 
opponent to work out detailed bottle sequences end play back 
ihe moves, in " tct ffinrnj" 3 D 

* B oirptones to choose from., e-oth with ils own highly delaileo 
%<nrj choracteristo. 

* Per form missions wilh, ns, or against the Ares gf Ihe Great War, 

* Dorensof historical missions around 4 different locations wilhin 
Frame. 



How strong are \w 
2,000 feet, with an armed Fokkei 
DR.1 on your tail? Forget glory, 
friend. Think sufvivaL 
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• VGA 256 
I 3D COLOR GRAPHICS, 
• ORIGINAL MUSIC, 
* SOUND EFFECTS FOR GAME 
1 BUSTER, ADLIB 

SYNTHESIZER 

CARDS , I " 

ill '. ' III 



DAS BOOT 



GERMAN U-BOAT SIMULATION 



Winter. 1941. Tk icy waters of the North Atlan- 
tic . The deeper you dive, the greater the pres- 
sure, I )ep; K ■ i.i - gt 3 exp]< xte around you. bang 1 1 
tlie huil of your U-boat like iron fists, N r erve arid 
cunning nuke you the terror of the .Allied convoys 

* ID submarine warfare: Far (be firsr time, a sub warfare game lei: 
you deal with ibreats oekw nyirfncove lb surface in a Irue three 
dimEnsianal Environmeai. 

* Redl communications, ilse the German Enigmc roiling mochineto 
sead and receive information. 

* Many missions lo choose From — into tlie North Atlantic Did Arctic 
inland along the cmsi of Norway, inlo the Boy of Biscay and 
through the Sirens of Gibrahe*. 

* 3 different kith ol difficulty, from beginner ta realistic. 

* 3D graphics in 354 VGA colors, with multiple internal and extent ; 
camera views in a camale-le 3D world. 



Do you think well under pressure? 
How about 300 pounds per square 
inch of pressure? Take a deep 
breath, captain.... 



ral-eaH Wl Wl'BTt 
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Available 
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for your local dealer, corrfai:r.■ Mindscape International Limited, The Coach Home, HotMondS tstatt, St trftm Hill, WeitSussex RH17 7NC. Tel 044 486 76 1 

For further information on Mindicape products and new releases pleow calt 0898 234214 
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PROJECT 

WlzKid 

PUBLISHER 
Ocean 

AUTHOR 
Sensible Software: 
Chris Yates 
(Programming and 
useable ideas) 
Jon Hare 

(Graphics grid 

other ideas) 

INITIATED 
May 1990 

RELEASE 
AMIGA 
L<rte March 

ATARI ST 

Late March 

IBM PC AND 
COMPATIBLES 

TBA 



There's a 
new kid in 
town, son 
ofWizball 
and 
brainchild 
of Sensible 
Software. 
But 
sensible is 
just about 
the most 
inapprop- 
riate thing 
that you 
could 
christen 
this baby, 
as Ciaran 
Brennan 
found when 
he visited 
the proud 
parents. 
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T MAY HAVE BEEN a publisher's 

dream in terms of sales, but 
WizbaH was a reviewer's night- 
mare - how do you categorise a game 
wherethemain characterise bouncing ball 
and the ultimate aim is to mix; your paints 
properly? 

But if thing? turn oul the way Sensible 
Software's Chris Yates and Jen Hare plan 
them (actually, plan H probably too strong a 
word for it), Ihen this sequel could end up 
making ifve 8-bit classic look positively 
conventional. 

The Sensible boys call it o 'block 'em up', 
but Ihis hardly describes a game that's part 
shoot 'em up, port Arkanoid- clone and, rf it 
continue; to develop along as many paths 
OS it is at the moment, it could end up port 
flight simulator ond part paint package too! 
And speaking of point packages, Mr. 
Hare Wei to explain me gome's origins: "It 
started off originally as a painting game 
where yog had black and white back- 
graundsand you used your player to colour 
them in. As you coloured them in they came 
to life. The reason thol this didn't work 
though wos that it looked bloody awful, we 
had half- painted and half-unpainted 
screens." 

fiutwhere did on idea like thai come from 
anyhow? Jon explains; "My favourite game 
is Dpainl ii - I've clocked that one!" 

Asfhe boys seem to be making this one up 
as they go olongjt hardly seems worth it to 
describe how the game works... but here 
goes anyway, 

The idea is to guide WiiKid around a 
series of screens, detaching his head and 
using it (or a hammer that he collects along 
the */ayl to bash away the Arkanoid-style 
blocks which make up each screen . Time this 
properly and the fo lling blocks dispatch the 
marauding aliens, clearing the way to the 
next .screen in me process. 

Confused? I am. Maybe the ever-helpful 
Jon can shed a tittle illumination on the 
subject: "This gome is visionary. It's going to 
moke Mante Miner look positively..." 
"Playable?" Interjects Chris. 
In f act, plo ya bil hy is th e least of WzKi d's 
worries. In oil mere ore 10 separate levels 
to conquer, each with 1 separate 'tile' 
screens to dear. However, it won't just be a 
case of ploughing through the screens from 
one to ten... as if you ever imagined that it 
would be. 



OUR HERO 

of Wizard. 
brainchild ot 
Sensible end 
mover In 

mysterious ways 









TALK ABOUT 
BEING IN THE 

DOGS HOUSE! 

Keeping mjns 

best friend happy 

is all -important, so 

in ■ naal case of 

'man bites dog 1 it's 
year duly to deliver 

old Barky me 
newspaper so that 

he can rest In 
peace. 



Ever eoger to help expbin the unexp- 

loi nable, Jon d escribesthe philosophy: "We 
wanted to get it so that you could pby the 
game without seeing all of the levels. You 
know like in Svper Mario where you go i nto 
the 'skip level' thing to miss levels out. Well, 
we've decided to do it the otherway, where 
if you ploy ihe game at the mosl basic level, 
without exploring everything, you skip 
levels. 

"So, fust say that there are 1 levels like 
we're working on at the moment, the 
sequence would go something like one, 
four, seven - you'd miss out all of the ones in 
between, unless you'd done all of the bits 
and pieces to discover the other levels" 

"The hidden features com* from two 
different sources. Some of them come from 
behind the tiles when you bosh them away, 
and some of them are hidden in the 
background graphics, You've got to 



combi ne the ones from the tile screens with 

the features from the backgrounds to 
access the hidden levels" 

"So. what happens is that following the 
basic standard game, you pby o level 
which has got 1 tils screens, To complete a 
tile screen you have to kill oil of the aliens 
that ore assigned to that tils screen.'* 

Well' it's a good thing that lhaf s all been 
explained lo everyone's satisfaction. So, 
what about o plot? Once ogain Jon is o n ly 
happy to fill in the gaps (and open up a few 
more:. "WzKid is the son of Wizball's 
Wzard and the ball - the boll was a girl, 
em... and the acolyte was □ bay. Anyhow, 
it'll all be in the instructions," 

If there's one thing that's come through 
from this so-called interview, it's that WlzKid 
is likely to be one of the most enjoyable 
and difficuft to categorise - games since... 
WizBall. Now that can't be bod. Can it? 
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IT'S ALL ABOUT GETTING your Ying 
balanced with your Yang... or maybe not. 
In any case, these Ying/Yang symbols 
aren't all that they seem - some are 
simple bricks which disappear and cause 
alien trauma with the best of thsm, while 
some simply chime with a resounding 
L boooongggg' when the WIzKid gives, 
them the old Glasgow hiss (that's a 
head-butt id you and ma}, Observant 
readers may notice what looks like a 
small twmh (with eyas) atop one of In* 
symbols - this Is in fad the Kid's special 
exploding head (tear not child lovers, he's 
awarded with B replacement bailor* you 
have time to say "Crikey! That child's 
haad has just exploded l*y 




"THE ALIENS SHOULD be vaguely relevant to the 

backgrounds," according to Chris, so what sort of backgrounds 

can cater for butterflies, bees, penguins and-, hippies on pogo 

sticks"?? 1 ? 
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JON HAH 
penguins 



E lbs man behind ihe 
peanuts, butterflies... 





THE KID GOES NUTS as he tries to pick up a penguin. Nate ttie musical symbol on top 
of the central bag of nuts. As our hero collects these notes they appear on Ihe stave 
above the screen complete a musical passage and you're trealed to a simple 
rendition of a classic' nine (Viva Espana, Stylophone-styie anyone?). This will be 
closely followed by... who knows? One of fhe original ideas for this passage was that 
a centipede would appear on screen and play the lune as a stringed quartet this, 
however, may never make If from the drawing board, 

WELL, WELL! 
WIzKId makes his 

way into one of the 
many hidden 

screens, but If ha 
kicks the bucket 
he could be 
heading lor a 
watery grave. 



CHRIS YATES; the, if you will, brains 
behind WtiKid. 
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THE DRIVING 
EXPERIENCE OF 

A LIFETIME 




IS GOLD HOPES to race ahead of the pack with 
the release of its conversion of the fabulous 
Sega coin-op, Supe/ Monaco GP in March. This 
super-last Formula 1 racer caused quite a stir when it first 
appeared in the nation's arcades, not least because of i is 
amazing realism; I he sit-down cabinet incorporates 
true-to-life gear changes and a steering wheel that 
threatens to wrench your arms off if you lose control at a 
corner. 

But no matter how realistic Sega's machine is, there 
are still poop le out 1 here who would rather ex perience the 
thrills and spills of motor racing first hand - and if you're 
one of those people, then why not enter this great free 
competition to win a session at the John Watson 
Performance Driving Centre Racing School at the world 
famous Silver&tone circuit? 

US Gold is offering an all- expenses-paid trip to 
Silversfone. where each the lucky winner can choose 
between putting a single-seater race car or a high 
performance saloon through ils paces. And what's more 
you can even bring a friend along lor (he ride! 

The session lasts approximately two hours, including 
instruction on Ine theory of racing, safety, car handling 
and racing techniques - but still leaves as much time as 
possible for the great on-track experience. 

And best ol all, it could hardly be easier to win this 
fabulous prize. All you have to do is study I he following 
three questions, pop your answers on a postcard (or the 
back of a sealed envelope) and send it to: Monaco 
Mystery, The One, EMAP Images, Priory Court, 30-32 
Farringdo n Lane, io ndon EC1 R 3AU , toarrive no later 
than Fnday March 8th 1 991 . Don't forget to include your 
name, address and the type of machine you use. 

THE RULES 

AShfSugMhiscampefltaoii^ O0#n to rearJera or all ag»s, lor insurance reason?. In* 
winner mua hoM « Full driver's licence (ir you win and don 1 flaws ihe necessary 
paperwork, you can nominate a pair .of Ikance-holtHtg Inenfe lo oo*ect yot* prize*. 
Fitosubslrtute priia will hn * warded. Emptayeasol CMAP Images, US Sow, Sag* and 
we John Walton Performance Drying Cent™, ur 1hair relates, may nei enter The 
*Mor's decision rs final and no correspondence will ba entered irfla. 



TWO PROFESSIONAL 

MOTOR RACING 

LESSONS UP FOR 

GRABS IN THIS GREAT 

SUPER MONACO GP 

COMPETITION 




THE QUESTIONS 






1 . Which famous British 
sportsman drives for 
Ferrari's Formula 1 racing 
team? 

a) Jocky Wilson 
bj Nigel Mansell 
c) Eddie The Eagle 
Edwards 



2. Who is the former 
British Motor Racing 
World Champion who now 
breeds budgies? 

a) Andrew Ridgeley 

b) Tony Adams 

c) James Hunl 



3. Which of the following 
is another Sega driving 
coin-op converted by US 
Gold? 

a) QutRun 

b) Teenage Mutant Hero 
Turtles 

c} E.S.WA.T. 
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WORLDWIDE 
SOFTWARE 

106 A Chi«l well Road, Bceston. 
Nottingham IMG3 1EP 
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WORLDWIDE 



WORLDWIDE 

SOFTWARE 

106A Chillwell Road, B«stor> 

Nottingham NG9 1ES 




• FREE Catalogue Disk (Plus latesl demos when available} with every ordar over £10,00 

• AJI orders despatched by 1st class post • Quality products at keenesl prices 

• 7 day 24 hour ordering • Credit card accounts deb lied only on despatch of goods 

• Complete customer satisfaction Is our aim 



Order by Telephone: 

by Fax: 

by Mail: 
Pleaae give your name, address, telephone no. 



Credit car over telephone Unas 
0602 2521 1 3 0602 225366 

Fan your order with credit card details 
0602 430477 

Send payment with order 
software title, price advertised and computer type. 



Worldwide Pack 1 



Amiga Second Drive 

+ Any 3 software lilies 

with our advertised price 

of £17 95 or less 

ONLY £109.99 
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Amiga Second Drive 
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Unit 4, B.D.C., 21 Temple Street, Wolverhampton. WV2 4AX - 
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DRIVING 
MACHINE 
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IT MAY 
LOOK LIKE 
a genuine 
four-wheeled 
fantasy, but 
believe it 
not, this 
American 
Dream is in 
fact a 
remote- 
controlled 
model - 
and it could 
be your 
remote- 
controlled 
model if 
you come 
up trumps 
in this 
simple-to- 
enter SWl 
teaser. 




FROM 
STORM 




| torm has decided to 
celebrate the release of 
its all-action one or 
two-player blaster by offering 
this fantastic prize to one lucky 
reader of The One. 

Whoever's the first out of the 
bag In this simple competition 
will walk away with the fabulous 
'Midnight Pumpkin' - a 1/14th 
scale, customised 1953 Ford 
F-100 pick-up truck, complete 
with trigger-style remote control. 
It may not have a heated rear 



windscreen or intermittent 
windscreen wiper speeds 

(actually, it doesn't have any 
windscreen wipers), but it does 
have switch -selected 
turbocharging and a coil-spring 
damped suspension system to 
give it an edge in getting to 
those remote parts that other 
pick-ups can't quite seem to 
reach. 

And believe it or not, all you 
have to do to get your hands on 
this raging beast is answer the 



following three questions.. . 

1. What company produced the 
Silkworm coin -op? 

2. What was Storm's first 
release? 

3. What rating does SWW 
receive in this issue? 

Got the answers? Then pop them 
on the back of a postcard along 
with your name, address and 
choice of computer and send 
them to SWfV-TASTIC, The One, 
EMAP Images, Priory Court, 
30 32 Farringdon Lane, London 



EC1R 3AU to arrive no later then 
Friday March 8th 1991 (if you're 
stuck for a postcard, use the 
back of a sealed envelope 
instead - who'll know the 
difference?). 

THE RULES 

The winner will be announced in a 
forthcoming issue Df Th» Ort*. Tha 
fid it of 's decision is final and no 
correspondence will frfi entered into. 
Employees ol Storm and EMAP Images 
and their friends, relations and even close 
acquaintances shouldn't enter - it is 
a bil naughty really isn't it? 
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FEATURE 






Buying a 
computer means 
hours of fast, 
furious 

entertainment 
with fun-loving 
family and 
envious friends. 
But could it also 
mean cancer, 
cataracts and 
infertility? We 
get the 
lowdown. 






ra 






EELING 

LISTLESS, tired 
and washed out? 
Are your eyes burning? 
Does your back ache? 
Do your wrists feel sore? 
Are you depressed? If 
you answered yes to any 
of these questions, arid 
you've just spent a 
couple of hours hunched 
over the keyboard or a 
crucial game of Xenon 2, 
pay attention. It could be 
that your computer is 
making you sick, 

A game is like a bag 
of chips: it's great in 
small doses but very 
dangerous if you 
overindulge. Stuff 
yourself with chocolate, 
chips and other fatty 
foods and you'll become 
a number one candidate 
for heart disease - 
overdo things on the 
gaming front and you 
could be risking 
anything from acne to 
sterility. 

So far there haven't 
been any studies large 
or comprehensive 
enough to be totally 
conclusive, but we do 
know roughly what the 
dangers are. The 
low-down is this: if you 
spend more than a 
couple of hours each 
day in close communion 
with your joystick and 
don't take the proper 
precautions, you too 
could be at risk. 




ADDICTION. Games aren't 

inherently addictive like 

alcohol or nicotine but 

using your computer 

persistently for hours, 

days and nights on end 

can have the same 

compulsive effect. If you 

shun the company of 

other people, feet 

overpowered by your 

_ digital obsession and get 

irritable when anything or 

anyone gats in the way of 

your daily flu, you're 

hooked. 



DERMATITIS. Whether 

you've got eczema r 

rosacea., seborrhoeic 

dermatitis or just plain 

old ordinary spots, the 

radiation emissions, static 

electricity and dry 

atmosphere generated by 

your games machine are 

likely to make them 

worse. 



IMPAIRED HEARING. 

Continuous exposure to 

badly-adjusted 

headphones or noisy 

printers may cause aural 

problems ranging from 

minor complaints to - at 

worst - deafness or 

tinnitus {a continuous 

ringing or buzzing noise 

in the head). 



ACHES AND PAINS Are 

you a slouch? Do you 

hunch over your joystick, 

perched on a floor or the 

edge of a rickety chair? 

Bad posture, lack of rest 

and continuously twisting 

your head to look at the 

screen can cause 

backache, neck strain and 

general muscle fatigue. 



VOUR CHAIR MUST 

PROVIDE sufficient back 

support, be comfortable 

and correctly placed. If 

you can't see the screen 

without straining your 

head or your feat 

dangling a foot off the 

floor, change It. 
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STOP IL 



How many times has losing made you want to kick the cat and smash your 
inr Feelings of irritability, frustration, sweaty palms and nervous headaches are 



STRESS 

monitor i 

all symptoms of stress. By itself, losing your head I ba'caJse "the o 

from Bl.pworld have fnvaded Planet Zog shouldn't be enough to get you reaching for the 

Valium : alternately, if you're already stressed by other factors (work, e*ams. faligue 

ete), staying up all night to finish Dungeon Master will only make the symptoms worse 



IMPAIRED VISION. Staring at a 
bright, flickering screen for hours at 
a stretch can cause muscle fatigue. 
The result: sore eyes, headaches, 
blurred and double vision. The lack 
of humidity around VDUs can dry 
contact lenses and make them mors 
uncomfortable. Not only that, but 
persistant exposure to VDU radiation 
may even be linked with cataracts. 




MALE REPRODUCTIVE PROBLEMS. Exposure to microwave and other forms of 
and^eJilit 9 ' C m,0n havm bMn ' inked with '*" ** libid °, testicular damage 
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LLIN' ME 

THE DRY ATMOSPHERE generated by a VDU is aggravated if you've 
plonked your computer in a room that's hot, centrally heated, 
chronically stuffy and badly ventilated anyway. 




y 



POOR OR IRRITATIIMGLY BRIGHT lighting 
(especially fluorescent tubes) is a prime 
cause of eye-strain. 



MONITORS AND TV 
SCREENS emit 
electrostatic particles' 
(which charge up the dust 
and dry the atmosphere], 
radiation and 
electromagnetic fields 
Which are actually 
stronger behind and to 
the side of a monitor than 
in front. Positioned near 
windows or a bright light, 
screens are also subject 
to Irritating glare. 

CANCER. Computers may 
rank with saccharine, 
burnt toast and cling film 
a* a potential source of 
carcinogenic substances. 
Recent studies suggest 
that extremely 
low-frequency 
electromagnetic fields 
(such as those found 
around a power cable, an 
electric blanket or a 
standard VDU) could be 
linked to leukaemia, 
lymphoma and brain 
cancer. 

A BADLY POSITIONED 
KEYBOARD near the edge 
of a desk (forcing you to 
rest your hands on the 
sharp surface), too high 
or too low, can result in 
RSI and muscle strain. 

SHOCKS AND BURNS. 
Caused by badly-wired 
equipment or electrical 
overload prompted by 
trying to run too many 
appliances from a single 
socket, ff you smoke, flick 
your ash into the proper 
receptacle - accidents are 
frequently caused when 
bins and computer paper 
catch fire. 

TWISTED, SPRAINED AND 
BROKEN LIMBS. One of 
the most frequent causes 
of accidents with 
computers has nothing to 
do with anything as 
complex as static 
electricity or radiation; 
you're much more likely 
to hurt yourself by 
tripping over a loose 
cable, 



; of 
nage 



REPETITIVE STRAIN INJURY, RSI is caused by repetitive movement performed in 
the same fixed position for long periods of time. Symptoms are pain and stiffness 
around the.wnst caused by the inflammation of tendons and tissues. It's much 
more common among typists and keyboard operators, hut continuous joystick 
juggling could have the same result. Chronic RSI can be crippling and may force 
you to give up your job, 




THE TEN-POINT 
PLAN FOR 
HEALTH 

S EVER; THE SECRET 
OF a long and healthy 
life with your computer 
is common sense. As long as 
you don't overdo things you 
shouldn't suffer from any 
ill- effects. In fact, if it's 
approached in the right spirit, 
playing with your computer 
can be positively beneficial: it 
can help you to wind down, it 
can encourage you to socialise 
and it's even been known to 
improve hand -eye 
co-ordination in young 
children. Imagine how 
laborious life would be if you 
had to go back to doing by 
hand all those marvellous 
things your computer does 
automatically. 

if you're worried and you 
regularly spend several h^'.irs a 
day in front of your monitor, 
don't rush down to casualty 
and ask for a brain scan. Just 
following a few simple 
precautions should reduce 
your chances of suffering from 
the most uncomfortable side 
fects. 



•* 



Try to limit yourself to an 
absolute maximum of four 
hours of gaming a day. 
Take regular breaks of about 
15 minutes every hour. 
Position the screen, your 
desk, chair and lighting so 
that you're working away 
from any annoying glare. 
Turn down the brightness 
and, if you think it's 
necessary, invest in an 
anti-glare screen. 
Choose ordinary bulbs, not 
fluorescent light to play by. 
Get a comfortable chair. 
Switch off the computer 
when you're not using it. 
7. Make sure you stay as far 
away from the monitor as 
possible. The safest 
distances are at least 75cm 
away from the front and 90 
cm away from the back and 
sides. 

If craning your neck just to 
get a look at the screen turns 
you into a contortionist, 
overhaul your seating plan. 
Open a window. 
If you start to fee! tense, go 
away and do something 
more restful instead. 
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ARTHUR C. CLARKE is probably 
beet known for what's argusihly 
the most famous science fiction 
movie of all time, 2001; A Space 
Odyssey, which he made in colla- 
boration with Stanley Kubrick 
between 1964 and ISNiH. However, 
while 2001 is undoubtedly a mile- 
stone in the history of science 
fiction and film- making in general, 
it's Only one pinnacle in a lifetime 
of achievement 

Arthur Charles Clarke was born in 
Minehead, Somerset on December 
16th 1917 to Charles Wright 
Clarke, a lieutenant in the Royal 
Engineers, and hta wife Nora 
Mary. Following a school career at 
Huish's Grammar School in Taun- 
ton {1927 to L&36K his first job was 
as an Assistant Auditor at t hi- 
Exchequer and Audit Departments 
London, where he stayed until 
1941. 

Arthur C spent most of the war 
as a Flight Lieutenant in the RAF, 
where, in suitably pioneering style, 
he was a Radar Instructor and 
Technical Officer for the first 
ground-controlled approach radar. 
When his service ended in 1946 he 
was, able to turn hi& attention to 
further education and in 1S4H he 
graduated from King's College, 
London with a B.Sc in Physics and 
Mathematics. 

r'or the next two years his 
expertise was put to good use as 
Assistant Editor of Science 
Abstracts, a journal of the Institu- 
tion of Electrical Engineers. By 
thin time he had already become 
famous, not only as an author of 
fiction but also as a successful 
science writer, 

In 194fj the journal Wireless 
World had carried an article pro- 
posing the use of satellites for 
communication. The man who 
planted the seed that was to 
become a telecommunications revo- 
lution was - y<m guessed it 
-Arthur C, Clarke 

In 195,1 came a marriage to 
Marilyn Mayfield, and three years 
later the Clarkes moved to Sri 
Lanka, which has been Arthur's 
home ever since. The marriage 
though was to last only 11 years, 
ending in divorce in 1964. 

Over the nest 35 years. Dr. 
Clarke became even more prolific 
as, a writer of both science fiction 
and fact. Additionally, he has 
found time to undertake photo- 
graphic explorations on the Great 
Barrier Reef and the coast of Sri 
Lanka, cover three Apollo missions 
for the American TV company 
CDS, appear in a movie [Bedde 
garaa, 1979), and make two TV 
serials for Yorkshire Television 
{Arthur C Ciarkt's Mysterious 
World in 19»0, and World Of 
Straige Pouters in 1984 1. 

Today Arthur C. Clarke has 
over TO books and S00 articles and 
short stories to his credit. A 
measure of his standing in both 
scientific and literary circles is 
indicated by his collection of over 
40 awards and honours. Even so, 
al 7'i years of age Dr. Clarke has 
no intention of resting on his 
laurels - there are still great 
things to come! 



Laurence Scotford goes One on One with the world's most 
renowned science fiction author... 

ARTHUR C . 
CLARKE 



What inspired you to write The Ghml Fmm 
The ttratid Banks? Was it simply a fascination 
with the fate of the Titanic? 
I've been interested in Titanic all my life. In fact 1 
think that I discusB that in one of my Strange 
Powers books. As long as 1 tan remember Tve been 
fascinated by her. 

Ghost raises many environmental issues, in 
particular man's management of the oceans. 
I ) ..i you think that as the 2 1 Si century draws 
closer, the technologically advanced coun- 
tries are going to have to divert tht-ir scientific 
efforts into dealing with the Earth's environ- 
mental problems? Well they seem to he doing 
nothing hut that these days. I'm almost getting 
bored with the environmental issues, although I 
know 1 shouldn't be. 

You mention in Ghost the possibility »f 
ma pping the ocean floors and how absurd it i s 
that man knows more about the surface of the 
moon than he does about parts of his home 
planet* Considering that there are parts of the 
ocean, like the Challenger deep, that are 
almost totally unexplored and may even be 
home to undocumented lif efwms, why do you 
think it is that scientists have been more 
cimi'i-rned with exploring space? l)o you 
think this will change? 

The sea is, in some ways, a more difficult 
environment. But of course it is important, and 
eventually we'll get round to finding out more a bout 
it, while space exploration continues. 
The chapter 'Nobody Her* But Us Robots' 
suggests an environment bn-tally devoid of 
h u man. life, but more th uncap" hly handled by 
our electro-mechanical counterparts. Docs 
the idea of robots working on scientific 
programs which may continue for several 
human Lifetimes appeal to you? It's like a 
Japanese automobile factory- Does it matter that 
the inventors won't see the result? As, someone 
once said: "The first i ntelligent mat h ine is the last 
invention man need ever make." Which I would 
rather have as "which man is ever permitted to 
make." 

One of the themes in Ghost seems to be that of 
'Technological Huhris 1 bringing about our 
downfall. The Titanic was thought to he 
unsinkable, but now rests on the ocean floor, 
and man's attempts to wrest her from nature's 
grip arc equally fatal. Are you of the opinion 
th at the re are times when we shou Id lea w well 
enough alone, and that often we undertake 
scientific ventures for no other reason than 
that we have the technology and resources to 
do so? 

Oh very moth so. In fact I edited a book on thai 
theme, and wrote a n introd uction to it, on tha l vh ry 




subject. An anthology called Three Fur Tomorrow, which is long out of 
print. And I mentioned the sort of disasters that had happened in the past, 
nnd there's some better examples now like Chernobyl and Challenger, 
and worse events may happen in the future. That's why I'm not too keen 
on the idea of big space colonies - they're very vulnerable. 
L n both Ghost and JtendSMOM With Rama two intelligent lifeforms 
ni'icniKTl, hilt dodiscitvtT4':ifhiitln'r's artifacts, t 'onsideringlhr. 
enormous gulfs of space that separate our world from those of 
other intelligent lifeforms, do- you think that any contact we might 
have with them is more likely to be discovery of lifeless legacies 
like Titanic or the capsule in Kama than the beings who built 
them? 

Yes! Of course now there's a Rama trilogy - there are three sequels, flu ma/J 
is already out and The Gordtn of Rama isjust completed, and the final one 
Hurna Revealed we're working on right now. I think it is more likely that 
that's the sort of contact we'll have. Because of the enormous spans of 
time and space we're never likely to find intelligent life coincident inboth, 
or very seldom, We may come across artifacts which give us clues as to 
where to look for intelligent life; that's the theme of 2001, the monolith 
fulfills that function. 

You are well known for the amount of painstaking research that 
goes into each novel, In the course of your research into Ghost did 
you discover anything about current occanographic studies 
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STEVE DAVIS SNOOKER 
ONUYOPI 




DOLa5SU5 CHESS X 
ONLTn,H 






TOTAL RECALL 
DHL! CUM 






OPERATKH THUhOtmiRfJ 
ONLY H5« 




SPACE AM 
ONLY EZ'» 
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FREE GAME WITH EVERY £20 SPENT OF OUR CHOICE 



TOP TITLES 

ST 

Snoclwrafw 16 99 

OwiBlJrj 1699 

Gunboai ,„ 15,99 

HjrponjQ. 16,99 

STreelHockey ,,, 15.99 

WrngsofDsatfi is. 99 

insfictmS|H» , 1699 

EiWlric-Oucfc 15.99 

Kjise-i lB.gg 

TheChamp 15.99 

Cr»shCoura« £1 99 

KingQiiestll 21,99 

PanuKiCFfojdnj 16,99 

DHtnolSlaiy 16.99 

KJllingCKjud 16.99 

SnNit1nlEj(»libur 21.99 

BaHlelftchll , 23.99 

MidwiYrerll ,.„,,, 19.99 

Spin DiFiy Worlds 15.99 

BLfCkflagirs 17.99 

GelTY4rniiu 19.99 

Ml fink Platoon 19.93 

CaplvH 13.99 

WonrMrtjinl.,,, 15.99 

K.U.DS 15.99 

1599 
1599 
15,99 
15.99 
13.99 
15.99 



Lftluiciprif 
TheFinarfCorrftict. . 
Operation tamer. 
VODfJOfl Nightmare 

ZOut 

Niflfitshitt 

ThaSecrttflJ Hontey Island 15.99 

fliokDanLjenous2 15.99 

Wrjihgrrherjeman 15 99 

T«amVwil(M 18 99 

TBBTflKMirantHeroTLiriiiB 15.99 

ClitltrAisaulr. . 15.99 

f19Steai1hFi(|rHEF 19.99 

OnfrariDnSteanri 15.99 

Back1olheFijlure2 t5.99 

COds 15.99 

ftp*** 15.99 

Swiv 15.99 

Odww 15.99 

Supremacy, ,.,, 19.99 

4D Sports BcHWfl 15.9S 

St Dragon 15,99 

hdianapohs 1599 

Ran« 15.99 

TtlfiSaY-JftEiYipir* 16.99 

firulCommaind ... 15.39 

UNSquadrgn ... . 13.99 

CalicaGT4 fljlrj 15 gg 

SntlEun 15 99 

T«5lDn«3 15.99 

*lie««fj[>eBiiny 15.99 

Lmpi 15.99 

Viww 15.99 

BstrajJl 15.93 

Linenlfira 15.99 

Eswa! 15.99 

legend ofTne Lqs-1 15 99 

DajpsirfTriuntfer 1599 

SpplilNMind 1399 

UMS2 15.99 

W«rJ«p 15,99 

FJileTpnse 13,99 

legend at th«Fa«rglHil 13,99 

ProTenmsToiirJ 16 99 

Stnder! 15 99 

Dic*Tracy 11.99 

TaamStiiuki 15.99 

Ja«i1« PnmJ 14,99 

AnnpLirQiLMDn 14.99 

OWus 2?.99 

HarttarfifssZ If.99 

FLlureBastpIhall 14.99 

ParaiJfOid90 .. 13.99 

TgFYjk!h«WarriDr 11.99 

A.W.5-0.M.E 21 99 

CarpDrarrigfl 14 99 

QDlMnAq 15.99 



SEGA MEGADRIVE LIMITED SPECIAL OFFER £135 inc p&p 



Please make cheques and POs payable to Legend Software 

Computer _ 

Title Price Title 



Access 

Date 

Price Name 

Address 



□ Visa 



Telephone 



Postcode 



.AMIGA 
15.99 
IMS 

16.93 
18.99 
15.99 
1699 
1699 
15.99 

i-e 99 

•fc 99 

m n 

J1.99 

16.99 

1699 

IE 99 

2199 

23.99 

1999 

15 99 

17.99 

19-99 

19 99 

I J 99 

15.99 

15.99 

15.99 

15.99 

15.99 

15.99 

13.99 

15 99 

15 99 

15 99 

15.99 

■a.99 

15.99 

15 99 

19 99 

15 99 

15 99 

15.99 

15.99 

15.99 

15.99 

■i sM 

15.99 

15.99 

15.99 

15.99 

1B.99 

15.99 

13.99 

15.99 

■5 99 

IS M 

15.99 

15.99 

1599 

15 99 

15 99 

15 99 

1599 

is n 

13.90 

15.99 
15.99 
13.99 
13.99 
16.99 
15.99 
11.99 
15 99 
"99 
lfl.99 

1799 
14 99 
1399 
1199 
21 99 
14.99 
1599 
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or selvage technology that surprised you? 
Not really. Except some of the advanced 
underwater robotics - I hadn't realised quite how 
advanced the oil companies are these days: the 
scute of their operations is awesome. There again 
we have an example of the Hubris in Piper Alpha. 
When you write about possible future 
technology like rain-proof vibrating wind- 
sh i eld s, or packets of glass bubbles being u_<w-d 
to lift wrecks, do you always directly 
extrapolate these idea* from existing techno- 
logy or do you occasionally allow yourself the 
luxury of grand leaps of the imagination 
.without that backing? 

Oh yes usually it's bawd on real technology. But, 
on the other hand JVe also done a few fantasies, like 
Tales From The White Hart. They're nearly all 
impossible things. I have fun doing that, but I'm 
very careful to distinguish between them Any 
reader can usually tell which idea* I consider U> be 
possible and which are just fun. 
'Science Fiction' is a term that has been wsed 
to encompass a wide range of works from 
speculative fiction, based in fact, like your 
own work and that of Fred Hoyle, to fantasy in 
which the science is of no importance. Would 
you agree that some important visionary 
works of science fiction have not been given 
the recognition they deserve because the Label 
SF ia an broad that potential readers are put- 
off? Ghost for instance, is obviously worlds 
apart from the latest John Crowley novel, and 
yet they are still put onto the same shelves in 
bookshops and libraries... 
Well there's an endless debate about where the 
border is between the two. Do we want to be 
ghetloisedV It's very convenient to have all the 
science fiction in ooe place, but on the other hand 
that mean* that the general public may never 
discover you. It's an insoluble problem I'm afraid. 
Now I've written one book which is 
nut science fiction, but would have 
been science fiction if it had been 
written earlier, and that's my novel 
on radar, Glide f nth. [fGlidepalh had 
been written before the war, when 
radar was invented, it would have 
been pure science fiction. 
The Titanic has already been the 
subject of a number of films. Are 
you hoping that someone will 
take up the challenge of recreat- 
ing Uhvst on celluloid? 
Oh yes, it would make a wonderful 
film. And in fact, the man who 
directed A Night to Remember, Roy 
Ward Baker, has already done an 
outline. He was very impressed by it. 
Of course there's no deal yet, but it 
would make a good film. 
How involved do you get with film 
and television projects based on 
your books? 

I hardly get involved at all. For the 
TV series they've s+mt im» tin- scripts 
and I've parted them, and 1 might 
even do an introduction. 
To what entenl da computers 
feature in your work? You men- 
tion in the appendix to Ghost 
running M-Set generators on 
your Amiga 2000. 
I haven't had time to use the A miga 
for months in fact- I've given away 
the Amiga 2000 and I'm getting an 
Amiga 3000 any moment now. I've 
got all sorts of programs, and I 
haven't had time to run them. The 
Virtual Reality people have sent me 
some wonderful programs, like aim il- 
lations of Mar a landscapes- 




THE UNSINKABLE SHIP 

N APRIL 1ST 1912 the 53 year-old Captain Edward Smith sailed the White Star 
Line's newest liner out of Harland & Wolfe's Belfast dock and look her to 
Southampton to pick up passengers for her maiden voyage. 

RMS Titanic was no ordinary ship: her $82 foot 46,328 ton length was supposed to be 
unsinkable, She had l^eri carefully designed with a double bottom sub-divided by 15 
watertight transverse bulkheads. Even if two of the chambers became flooded the ship would 
remain afloat- 
Contrary to popular belief it was not Titanic's supposed invulnerability, but the Board of 
Trade's Isk regulations that inspired the decision to fit her with lifeboats for only half her 
complement of passengers and crew. 

Oh April 10th her maiden voyage began. She crossed the channel to pick up more 
passengers at Cherbourg and then returned to Ireland, calling at Queenstown (now Cobh ) for 
Irish passengers and mail before setting sail for New York, 

In total, the doomed liner carried 2,207 people: 1316 passengers and 891 crew. Many of the 
passengers were very distinguished and they included Bruce Ismay, the managing director of 
White Star Line and Thomas Andrews,, the managing director of Harland and Wolfe. The 
glitterati were accompanied by many Irish immigrants travelling third class and some 
valuable fneijjhl, including a priceless copy of The Kubuiyat Of Ornur Khdyytitn. 

The voyage went well until Sunday April 14th when Captain Smith began receiving iceberg 
reports in the region ofNe wfoundland, .Smith? hose to ignore the reports and Stea med on at f till 
speed into the night. 

At 11. 40 the crow's nest lookout reported a large iceberg dead ahead. The order was given to 
swing the ship to Port and cut power, but it was loo late to avoid a collision and the iceberg 
scraped down the starboard side. 

The damage was catastrophic: the berg had cut a gash 300 feet long, a third of Titanic's 
length, causing six of the chambers to flood, After surveying the damage, Andrews told Smith 
that there was no way that the Titanic would remain afloat. At 12,06 the order was given to 
uncover the lifeboats, and 10 minutes later a distress call was sent out, 

Initially the boats were filled with women and children with First and Second C lass passage , 
but some men we re allowed on to replace those women who refused logo. Only than were soum 
women and children with Third Class passage allowed to fill the remaining places. 

Soon answers to the distress calls began to arrive, but the nearest ship, Carpathia, was four 

hours away. 

At 12,45 the lowering of the boats began, and by 2.05 they were all launched. Five minutes 
later the order was given: "Abandon Ship; Every man for himself." Just half an hour later 
Titanic finally turned on her end and sank slowly to the bottom of the ocean. Andrews and 
Smith both went down with the ship,, but, controversially, Ismay survived. The ouuery Ml 
such thai he was soon forced to resign and retire from public life. 

The survivors, 393 women and children, 11& male passengers, and 139 crew, sat in the 
freezing boats until 3,20 when they sighted Carpathia. The re.-M'iie lu-jr.jn .s\ 4. HI and was 
completed at 8-30. By this time Carpathia had been joined by Californian, and they both sailed 

with the survivors to New York, where 
they arrived on April 21st, 

For years afterwards the sudden 
appearance of Californian was a subject of 
much controversy, Half an hour after the 
collision, ship's lights had been sighted to 
the South of the Titanic, but the 
mysterious vessel was not answering the 
distress calls, A Morse light whs tried and, 
when thai evoked no response, rockets 
were fired, but the other ship just sailed 
away. The vessel r h:ii was close enough to 
have saved many more of Titanic's 
passengers could only have been Califor- 
nian and yet ita Captain, Stanley Lord, 
had failed to respond to the distress 
signals, The reasons why have been a 
constant mystery and Lord was hounded 
hy the media for the rest of his life, 

The Titanic was to remain undisturbed 
on the Grand banks for 73 years until a 
team of American and French researchers 
located the wreck in 1985, The following 
year a remote-con in-tiled robot was sent 
down with a camera and millions of people 
seteyeson the wreck for the very first ti me. 
In lfl&7, amidst a storm of protest from 
victims' families, salvage operations 
began to retrieve some objects from the 
wreck, and there were discussions about 
the possibility of raising her However, the 
Titanic's hulk, riven in two, remains a 
prize that the sea has yet to be robbed of. 




• If you want to witness the sinking of 
Titanic two turns to look out for ere 
Titanic 1 1 953 \ and A Night in Retnem ber 
l. 19o8), If, on the other hand, you're more 
interested in getting her back to Ihe 
surface, take a look MRaisn the Titanic} 
i 1980 ) and CRL's strategy game of I he 
ROM nunelaotconnected with the film 9. 
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THE 

GHOST 

FROM 

THE 

GRAND 

BANKS 

Arthur C, 
Clarke's latest 
book treats on a 
theme that has 
haunted him 
throughout his 
life - that of the 
ill fated 

ocean-going liner 
R.M.S, Titanic, 
He had already 
proposed a 
possible fate for 
ihe ship in I97fl 
in his novel 
Imperial Earth, 
in which the 
wreck has been 
raised and is 
used for tourist 
excursions The 
new book is set 
in the years 
approaching 
2012, the 
centennial of 
Titanic's sinking, 
Two rival 
commercial 
groups are 
planning to raise 

Our in 

spectacular 
fashion, and tit is 
setting provides 
ample 

opportunity for 
Arthur C. Clarke 
to discuss 
another theme 
that greatly 
concerns him: the 
exploration and 
exploitation of 
the sea, 
The book also 
addresses Dr, 
Clarke's 
fascination with 
fractals - the 
branch of 
mathematics and 
geometry that 
models the way 
in which many 
repetitive natural 
features, like 
mountains, trees, 
or coastlines, are 
formed. The 
Mandelbrot Set, 
which forms the 
basis of Fractal 
Geometry is a 
startling 
infinitely 
replicated 
pattern that has 
fascinated many 
people since its 
discovery (or 
invention). 



■.-,'■■— -*••**.. 



m ) m ■ H — rm i i mat m 1 ii^^^^i 



^H^^toMfc^'V -| ■ 





LucasArts on the art and science of entertainment 



WORKING 

IN THIS 

TOY FACTORY 

HAS ITS 
UPS AND 

DOWNS. 

Tired of the sameold 9 to 5? Then it's time to punch in 
for the Night Shift M at Industrial Might and Logic. And 
takecontrol of the wackiest, wildest, toy-making machine 

you've ever imagined, 

Here's your chance to punch out DarthVader. M 

Or Luke Sky walker," Indiana 
Jones 1 !' even ZakMcKrackenT mini- 
aturedolls of your favorite Lucasfilm 
characters. But make sure you get 
their heads screwed on right Or this 
might be your last day on the job. 

Each eight hour shift takes just a 
few minutes tocompJete. But the 
better you get the tougher your job 
gets. Bigger Quotas. Pesky lawyers. 

Furry pests. And of course 

the machine hardly ever 





A 



AVAILABLE ON: 

CBM64/128, 
Amslrad, 
Cassette & Disk, 
Spectrum Cassette. 
Atari ST, Amiga & 
PC & Compatibles 



U.S. Gold Ltd., Units 2/3 Hoiford Way, Holfoid, Binrunghani B6 2AX. Tel: 021 625 3366. 
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WHAT'S 
TICKLING 
THE TEAM 



CIARAN BRENNAN 

Once more back in the breach, 
the new Ed has left behind his 
deep PC epics and is catching 
up with Kick Off 2, SWfV and 
that darned third level of the 
Rotopiex demo. 

KATI HAMZA 

Cyhercon Hi isn't getting quite 
the amount of attention that 
Kati would like at the 
moment, as she's busy 
upping sticks and moving 
from Oxford to,., well, Oxford 
(nicer pad apparently). So 
when she's not actually busy 
wrapping up the family's 
trappings for safe 
transportation, her time is 
mostly spent trying to find 
that Houghton chap. 

GORDON HOUGHTON 

So there he is... old Gordo's 
hidden between the packing 
crates making progress with 
Turrican 2 - the chump! 

BRIAN NESBtTT 

Brian's gone a little queer on 
lis lately, he's neglecting the 
charms of his brother's ST 
and has taken an active 
interest in the opposite sex! 
Still, when he's not plighting 
his troth (or taking down train 
numbers - some things never 
change) the bespectacled one 
is wearing out his cells with 
Revelation. 

PAUL PRESLEY 

Bronnan may have lost his 
depth, but Presley is taking 
these long-term games very 
seriously indeed. He of the 
multi-coloured barnet is 
currently devoting the better 
part of his Spare time to Jet 
Fighter, Red Baron and Hunter 
(oh, and for a little light relief 
he puts his balls in his 
pockets with 3D Poof). 

LAURENCE SCOTFORD 

He may soon be playing 
Hamlet (old Lol' is finally 
about to get his acting career 
off his tongue and onto the 
stage! but for now he's 
content to play Lemmings, 
Loopi and Rock 'n' Rolf. 




OVER THE FOLLOWING 35 pages, the cream of 
the current release crop is given the most 
thorough grilling that it's likely to get anywhere. 
And when all of this grilled cream is cleaned up, 
what you're left with is, as ever, the games 
speaking for themselves. Relevant screenshots 
illustrate a game's features and high points, 
while the ratings, price and release date are 
encapsulated in an easy-to-digest fact panel. If 
we've no real news for your machine's version, 
you've still got the best preview you'll see 
anywhere - and a full update will follow where 
necessary. And so, to the ratings... 



PRICE £24.99 

OUT Now 

GRAPHICS 78% 
SOUND 74% 

PAYABILITY 75% 




VALUE 



60% 



OVERALL 

70% 



GRAPHICS 

Not necessarily 

how colourful or 

well drawn they 

are, but how 

well they are 

used, 

SOUND 

Again, not a 

reflection of 

quantity, or 

indeed quality, 

of sound, but 

how wall it fits 

in with the game 

in question, 

PLAYABILITY 

How does the 

game feel? Is it 

addictive or just 

uninteresting, 

VALUE 

Essentially a 

reflection of 

lasting interest - 

how much game 

you get for your 

money* 

OVERALL 

A useful point of 

reference - a 

summary Of the 

proceeding 

ratings. 




GODS (ABOVE) stays Earthbound. while 
Red Baron (above laft) takes to the sky. 




THWART THE Bocrws with Escape From 
CoUHa, 



55 DEUTEROS 

Activision 

58 SWIV 

Storm 

61 TOWER FRA 

Thai ion 

63 HUNTER 

I Activision 

76 TURRICAN II 

Rainbow Arts 

79 RED BARON 

Sierra On-Line 

82 REVELATION 

Krisalis 

67 JONES IN THE FAST 
LANE 

Sierra On-Line 

68 CYBERCON III 

US Gold 

73 ESCAPE FROM 
COLDITZ 

Digital Magic Software 
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AMIGA 

PRICE £2499 

OUT End March 



IBM PC AND 

COMPATIBLES 
PRICE H9.9& 

OUT May 1991 



ALTHOUGH GODS HAS its lair share ol stupJtt creatures rhat are auZTZnTTT 
StroM rightthrough a h Bi | o, fire. t h.yT» mm,^ *t ! Jl^^T^tt 

Brethren-. These Smart Chappies 

and safes! route to get to you? 



. _. , — ^ r b>IUIIrQ iiiflL -Bin ifunv nappy io 

they re accompanied by mow than a tew intelligent 
*„TZLl?*?l\™V** p ?™ """ ™« 0n 'V »"W *°urfire, they'll find the qu.ckesi 




Laurence Scotford has a heavenly 
experience with the Bitmap Brothers' 
latest Olympic effort a platform 
puzzler from the Pantheon, 

OR CONNOISSEURS OF PLATFORM GAMES 

only three essential buys have emerged o ver 

recent months. Rainbow Arts' Turrican and its 

sequel ere both worth having for their sheer size and 

payability. Psygnosis' tdiimg Game Show is not onJy 

eminenllyplayablB f J3un>rigfnalandwelHJeaigned-arare 

combination these days - and is also worthy of a place in 
anyone's collection. That just leaves Gods, probably best 
described as "the thinking man's platform game', to make 
up the trio. 

Gods is something of a first On two Counts As regular 
readers will already know, it's the first product from new 
publisher Renegade, and, as such, will be closely watched 
by other publishers, large and small, ft n also another 
opportunity for The Bitmap Brothers to demonstrate (heir 
versati I rty. As Cadaverwas for iso metrie actio n adve nt u res 
this is their first attempt at a platform game, and, again like 
Cadaver, they make it seem as if they've been creating 
platform games for years. 

As might be imagined from the title, Gods has a 
mythological setting, loosely inspired by the Herculean 
legend (this is, admittedly, not the first time this particular 
source h as been u sed in a pla tf orm g a m e, but it ha sn't bee n 
done like this before). There are four levels, each 
subdivided into three worlds. In each world your hero has a 
q uest r but you r objectives only beeo me c lear to you as you 
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UP TO FOUR ITEMS can bft carried al MM* Add 

and calling up the inventc+y window, shown hert , 

simple, although soma aulomeiicariy disappear after they have been used 
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.. , ,'"- " ""** •"•■■ypiiH y iriop, f ou re quided (here hv 1 

shbpkeeper at the end of every level. 5 g that he and hislZ can ta 

yo U r hard-earned cash In return tor anything frorn e,tr B II J« £ «h?el 

giving temporary insurability. II YOlldOrt" hlH enough cash ta 

purchase a particular Item, there s always the possibility that yau'll 
wander across it during ihe coming lewaJ. 



HOW HERE'S A 
PHOBLEM. Vou've 

gat to get past 
those spikes and 
you know mat. in 
the correct 

combination, the 

three switches 
nearby will destroy 
them. Bui what's 

the right 
Combination? 




OOQPS! YOU'VE 

TRIPPED the 

wrong one and it's 
triggered off a 
fresh wave of 

walke'S. Now y D u 
are going to have 

ta deal with them 
before you can 
parry an, 
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God* 



con tinue p layi ng It's u p to you To piece together you r ta &k 

from the hints given. 

Points are scored for solving puzzles and killing aliens, 
And you'll definitely have to engage in both activities - 
al i e n s ca n someti mes be avo i ded , but when sh ot they leave 
treasure which can later be used to buy additional weapons 
and power-ups. 

So far so g ood , you m i g ht t h i ink, but wha t puts G ods on a 
higher plane? At the heart of the program is a unique player 
monitoring system that keeps a constant track of just how 
wel I you r r e d oi ng . I F yo u ' re ex Ira sma rt and extra q u iek, not 
onlydoyou get bonuses, but iifegetsat«idtoijgher.lf r on the 
Other hand, you' re trip ping over your own feat and having 
to book h ol i days to f i n i sh I evels then you' 1 I be recog n i sed a s 
remedial and given the occasional helping hand, like the 
odd energy top-up or extra life. 

In addition, however you're doing, there are lots of 
hidden bonuses and rooms to discover. The re a re a number 
of ways of getting to them - it may be a secret switch or it 
may just be a matter of timing. There are enough hidden 
extras to ensure that Gods will surprise you, even on the 
second or third time through. 



GODS IS FULL OF SURPRISES. Here -you've been calmly wandtrlng along, minding your own business and 
admiring those stone gargoyles when, without warning, they become a little more lilelike. There's only one 
thing for it.,, down the hatch! 

AS IF yOJ HADN'T 
already been 
through enough, 

when you reach 
the end of a level 
there's a guardian 
lo deal with In 

111 is case of the 
large, clawed, fire 
breathing variety, 
This la one combat 
you can't avoid 
it s jusl you against 

him until your 
energy or his 
reaches zero. 
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ALIENS OUT OF 

THE WAY, you can 
try again, Great, 
you've finally get 
the correct 
combination and 
the- spitaa have 
bean destroyed, 

clearing your path. 
Problem solved, 
Bui wait... 




WHAT HAPPENS IF 
you go bach to the 
first switch and try 
it again? Vcila... 
you get showered 
in gold, Which just 
govs to prove the 
Gods hatp those 
who help 
themselves I 
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HERE S ANOTHER 
PROBLEM. TO 
progress much 
further you need 
that Key up there, 
but trie gap la to 
small (or you 1u 
enler : so hpw dO 

you get It? 
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ANSWER: hang 
around until a thiol 
comet along. But 
how does Ihst help 
you? 




ANSWER: Ihe thief 
steals the key and 
then heads on 
down to attack 
you. Just wait till 
he gals close then 
let Hy a couple of 
shots to kill ih* 
little blighter and 
collect the dropped 
key. Problem 
solved! 
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LOOKS FAMILIAR THAT PARROT, Yep! Get the right icon and 
yau can have yourself your own bird-bramed companion, quite 

happy to apll fireballs et enemies whila you get on with 
something more useful- ■■ like running away, The fa mi liar has his 
own hil-poinls, to he won't last forever: brtfl collision too many 
and he becomes a dead parrot... a deceased parrot,,, a parrot 
that ft no mora... a parrot gone lo meet his maker... a parr... 
{wrghkl!) 

mammt IF THERE IS ONE CRITICISM that can be 
f «J| J levelled at Gods, it's that the graphics are a 

f»l little too detaiied, Occasionally objects can 
■aaflafl get lost against the intricate stonework 
backgrounds, hut this is. a cosmetic problem and, to be 
honest, it hardly makes a difference when the action 
heats up. It's perhaps a little unfair to start with that very 
minor grumble, because the detail does give all the 
graphics a very solid quality, which is reinforced by 
some superb animation. Being a Bitmap Brothers game 
it comes as no surprise that Gods is quite hot on the 
sound front too. The title track is info The Wonderful, a 
jaunty little Nation 12 number, and somehow theyVe 
managed to make it sound good on an ST too. Spot 
effects, rather than just being exercises in strange 
sounds thrown in to fill up the silence, have been used 
t h oug h tf u Hy and often su pply cl ues to eve nts off-screen . 
The control method has been well thought out; it's easy 
to do things like shoot from ladders, and (picking up, 
dropping, and using objects couldn't be simpler. To 
begin with you might need five minutes or so to 
com pletely adj u at to the best method of ra pid I y firing at 
aliens coming from both directions or jumping on and 
off ladders, but, that done, you're in for a treat Gods is 
absorbi ng , f u n , and sho u Id provide long-term entertai n - 
ment tor all platform addicts, even the experts. 

AMIGA OWNERS ARE going to see the 
benefit of some cosmetic changes. The 

sourd wiU, naturally enough, be even more 

wholesome, and the graphics will be 

tweaked to make, for instance, the colour-graduated sky 

even prettier. Otherw i se, wh at you see here i s what you 




get. 



H3 

and see. 



EXACT DETAILS ON PC Gods a re a little up in 
the a ir atthe mom Hit, It's th e B i tma ps' pol i cy 

to support all major sound cards, but as to 
video card support, you'll just have to wait 
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REVIEW 



TEAM SUZUKI 

Gremlin 



THE ONE 



AMIGA 

PRICE £24.99 

OUT Now 

GRAPHICS 88% 
SOUND 87% 

PLAY ABILITY 85% 
VALUE 85% 

OVERALL 

90% 



ATARI ST 

PRICE £2199 

OUT Now 

GRAPH ICS 90% 

SOUND 78% 



VALUfc 



8b'vo 



OVERALL 

91% 



IBM PC AND 

COMPATIBLES 

PRICE N/A 

OUT N/A 




THE MAIN menu otitis 
a choM» of three 
mounts: 12!>cc. iSOec 

and SOOm. Tin main 
diHartmce between 
ihaaa i4 that the tint 
has automatic ours 
(and Is therefore 
easier to ridi) while 
the othar i« 5 an* 
manual. 




With the wind in his hair and 500cc of 
horsepower between his legs, Paul 
Presley pulls on his leathers and burns 

rubber. 
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THE STATUS panel In the lop left corner ihom 
you r current lap time, your best lap time and haw 
many lap* are left to go . Whenever a lap Is 
completed or you overtake someone (easier said 
than dona) th« position indicator Nasties up 
fariell y, at dp** [ha damage indicator whenever 
you uuipip lAlp sorrel hi ng Dwnaga I* rmmcurwd 
In percentages make It ill the way up So 100 
pat cant and I*"* i:uri;i in i for you. In • strange 
conclusion to fantasy (considering the program's 

general irealiamf 1ha bika actual ly repairs itself rf 
you drhft) for long jlratchai without incurring 
mora damage. 




HACE DAT, and the crowd are oul In Tore*. Pick a track Irom the 15 
offered, ride three laps to qualify and you'll find youfselt on the grid 
surrounded by seven other bikers, all Intent on leaving you behind. The 
accompanying tejrt describes some ol the features ol the course ahead 
and whether you can expect ■ fast race or a more dairtarov* on*. 



KEVIN SCHWAIMTZ 



Born: June 19, 1964 - Paige, Texas, 
Grand Prix Victories: 13 - 500 Suzuki, 
1974 First race, 
19B4 First road -race. 

1985 US Superbike Championship 
debut. 

1986 Top points scorer. Transatlantic 
Challenge. 

First GP: Dutch TT, Assen. 

First GP points: Belgian GP, Spa 

Francorchamps. 

World Championship: 22nd, 

1987 Top points scorer, Transatlantic 



Championship 



Challenge. 

US Superbike 

overall. 

World Championship: 15th. 

1989 First full GP season. 

First GP wins - Japan & Germany. 

World Championship: 8th. 

1989 Six GP wins, eight lap records & 
nine pole positions. 
World Championship: 4th, 

1990 Five GP wins, six lap records & 
seven pole positions. 
World Championship: 2nd. 



P-^T'lOTOFLCYCLE RACING has been a popular subject 
I IkYJ I for 16-bit conversion right from the very start, with 
^^JJthe results ranging from all-action arcade affairs 
su crt as Sup&rH&ng-Qn to more real ist ic simu I ators' such as 
MicroStyle'stViOflrfa RVF. 

Gremlin's collaboration with Team Suzuki, however, 
leaves even the most complex of these in the shade in terms 
of technical accuracy, making a strong attempt to capture 
the kind of at m asp h a re a nd real i sm that i s generated during 
an entire season of Grand Prix motorcycle racing. 

The racing team worked closely with the programmers, 
covering all aspects of the game's development - from 
providing technical information right down to strapping a 
camera to a bike and driving ii around the game's courses, 
allowing for all the tunnels, hills and curves to be included 
accurately. 

The result is a game that now offers you the chance to 
experience all of the thrills and spills of Grand Prix 
m oto rcycl e rac i n g , a ga m e th at offers yo u the chance to take 
command of one of the most successful racing bikes ever 
created, a game that off ersyou the chance to have yourhair 
swept back, your knees to get chaffed and your face to be 
covered in dust and oil,,, well, almost, 



PRESS <h* space bar to 
look over your 
ahouidar at the track 

behind and IP tat it 
there are any other 
racara approaching. 
As s rule, If the leader 
is about to lap you, 
you should let him 
pass blocking him 
off *nd causing him to 
crash I* lar mora run 
though! 
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PRACTICE makes 

perfect, «e fteed Is* 

lit* pr*clico track to 

hon* yuur ridiri-g Skills 

to perfection. An 

amply trick gives you 

time "to work out how 

o*#1 hi take corner*, 

when II'* Ufa 10 

aeealaral* and whan 

you should alow down 

la avoid that 

oncoming; Ilea. 






A SELECTION 01 camera vlewpoinla offer virtually any .«« to walch me 
race By. Including upside down' Yov ha*a a choice of fined (behind lh* 
o*#), froa-lloatlrng Irom any angle y*u choose or floating around Hal Wk* 
white always pointing North 




IT LOO KS fast, il so u rids fast a n d by g o 1 1 y . it is 
fast. As far as 3D simulations go, Team 
Suzuki has to be the fastest and most 
exhilarating yet. It's a tad over-responsive 
though, and although practice does help out in this 
department: if* still a little off-putting when you're 
trying to negotiate a tricky bend with five other bikes 
screaming at your heels - lose control and it's hard to 
get back o n the fight track If orgivethe pun ) . The g raph ic s 
are generally silky-smooth, although the speed does 
tend to suffer when the screen is full I details such as the 
riders on the opposition bikes and the dashboard can be 
turned off to eve n t h i n gs up again ) . Th a un I i mited ch nice 
of camera views makes for interesting racing and the 
variety in track design .allows for plenty of challenge, 
although it would have been nice to be able to practice 
on t h e different tracks i n stea d of bet n g I irntted I o a s i ingle 
circuit. Tha damage factor simplifies things enough to 
all owthef low of thegame to go uninterrupted although 
some sort of pit stop feature would have addedtothe big 
race atmosphere. Not so much a racing game, as an 
earth -bound flight simulator, Team Suruki is by far the 
closest thing yet to genuine motorcycling. 

*■■■■ LISTEN UP Atari fans, for once the Si's 
I *^L J graphics ar& actually better than the 
^^*1 I Amiga's,., pitythat the same can't be said f or 

■MsSH the sound though. Here, the Amiga's 
growling, powerful engine noise is replaced with what 
sounds like a I awn mower at an acid house party and 
crashing sounds like a clap of thunder that suddenly 
thought, of something better to do. The speed is still 
there thou gh , wit h an eve n smooths r scr&e n u pdate, but 
there is one thing that really sets this above the Amiga 
vers i on, t he co nt ro I s - the auto-centering is faste r a nd as 
a result more controllable, allowing for smoother races, 
less crashes and more fun, 

■■H HANG UP your leathers, chaps. Gremlin has 
|T|] no plans for a conversion at this stage or in 
lai 1 the immediate future. 




CRASH, and yuu rn ireattd to an action replay of the lilt liioW amends, using a lull range 01 
camera viewpuints to best Illustrate your embarraasmsnl- Thrill At youf bike swerves around s tricky 
ehioana, swoon as you overtake thi k*edsr with nu... than whimper aa you h« » fence and skid Into 
the nearest grandstand 

DIDIER DE RADIGUES 



Born: March 27, 195H - Louvain, 

Belgium. 

Grand Prix Victories: 2 x 25ucc, 2 x 

350cc- 

1977 First race. 

1978/79 Belgian 75Dcc champion. 

1979 First grand prix, 

1980 Belgian 25Qcc champion. 
World Championship Positions: 

1980 - IBth (250 Yamaha) 

1981 - 9th (250 Yamaha}, 1 7th (350 



Yamaha) 

19&2 - 6th (250 Chevallier - Yamaha). 

2nd 1350 Chevallier - Yamaha) 

1983 - 3rd 1250 Chevallier - Yamaha] 

1984 - 9th (500 Chevallier - Honda, 
19(05 -flth (500 Honda) 

1986 - 7th (500 Honda) 
19S7 - 12th (SOOCagival 

1988 - 7th (500 Yamaha) 

1989 - 12th (250 Aprilia) 

1990 - 12th (250 Aprilia|i 
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SUZUKIS 

500cc 

GRAND 

PRIX 

HISTORY 

1974 Dttbul Of RGSOO 
- Jack FlntHay 5th 
and Barry SHaane 6th 
orteral. Suzuki 1><1 in 
■nanulaolurers' 
champ lo rush lp. 

1975 Firil 5O0CC Qf 
win (Shaen* In the 

Ouich Try, tbuvo 

Lanilvuorl *lh, Shame 
em overall. 
1976/77 Barry Sheens 
World Champion 
197B Barry Shesne 
2nd overall. 

1979 Vlrfl inio Fsrrari 
2nd overall, Suoikl 
riders tak* ninm top 
tan places. 

1980 Fiemty Mamp.li 
2nd overall- 

1M1 Mererj 
LUCChlnalll World 
Champion 
1982 Franco U ■■ .mi 
World Champion, 
1963 Randy Memoje 
3rd overall. 
1M7 V4RG5Q0 
0"ira™ introduced. 

Kenny Irons 14th 

OtIMjl 

19M Kevin Schwann 
joins OP team, scores 
AWa Aral GP wins 

IJapan 4 Sermanyl, 
flth overall, 
1W* Kevin SthwunU 
scores six GP wins, 
eight lap records A 
nine pole poeMon*. 
4th overall, 
IfrflHS Suzuki joins 
Lucky Strike, 
Schwantz wins five 
races, sets six lap 
records t seven pol* 
positions. Schwann 
2nd overall. Mill 

Maekeiitia 
44li overall. 
1941 Schwanlzand 

Diditi de Ftadbgues to 
campaign the latest 
Lucky Strike Suiuki . 



COMING SOON... 
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Deuteros 



The 
Next Millennium 




A millennium later and nothing's 
changed. Paul Presley offers to help 
re-populate the universe. 

UST WHEN MANKIND'S future was looking 
bright along came a rogue asteroid and wiped 
out theentire human race save for a small colony, 
living on the moon. And as if that wasn't enough, a Martian 
invasion force also chose that particular moment lo attack- 
Anyone remember that particular plot? That's right. 
Millennium 2, 2, a ga me that set you the co ns i de ra ble task of 
rebuilding the Earth and make it a healthy, happy place to 
live on ce a ga i n ■ al 1 1 h e whi I e t a n ding off those u nwe I come 
alien attentions. 

Now, 1,000 years later, all is well again. The ozone has 
been repaired and the aliens have all been extradited back 
to their own world - or so you think. 

While you've been getting back to your roots, the 
M amia n s have bee n sprea di ng ac ross the rest of the known 
universe, building their forces, setting up alternative 
lifestyles and generally mellowing out. As a result yuur 
current plans for planetary expansion might even have to 
involve trade negotiations with your erstwhile counter- 
parts, Go forth and multiply, but remember, you're not 
alone out there... 



REVIEW 



DEUTEROS - 
THE NEXT 

MILLENNIUM 

Activision 




AMIGA 

PRICE 04.99 

OUT Late 

February 

GRAPHICS 90% 
SOUND 85% 

PLAY ABILITY 88% 
VALUE 89% 

OVERALL 

89% 



ATARI ST 

PRICE TBA 

UU1 March 



ISM PC AND 
COMPATIBLES 

PRICE TBA 

OUT TBA 



THE FIRST STEP In ra-eolomslng (he uhlvHW is to Irein your populace in one d Ihrft* areas. the 
Research teem arc Ihe brains behind your wortttorce, Prodycllon creates lh» toola, while MM Marine* 
era the ones whs use them, not \v*f 1a right your Intar-gnlliCtle battles out ileo "& pllel ahullles and 

build Bases 




BEFORE ANYTHING IS BUILT. M has to b* Ihoioughly researched io find out turaelly «M iype di minerals ll 
requires. Initially, you only nave access to Items such in Shuttle Drives and Methane Fuel, bul at time goes on, lit* 
boys ,n d 9 1 "* really earn thair money Inventing new and Improved Hems such as larger Shuttle* and Automatic 
Cargo Computera. 



"■'■■■' J ■-"! LtM 



WHEN THE 
RESEARCH Is tinetlv 

complete, the crew 
can get to work 
tniHdinoj the: objects of 
your deilra, Simple 
things auch ai 
Slorsge Derricks take 
no time at all, bul 
more complex Items. 
Ilka the Cryogenic 
Poda, can take ages 
la bund and so use ol 
the Advance Tone 
icon otlsn become* 
essential, 
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ai i. do Earth Citv 



Orfcft.1 ^„h» or ^rn^ ml«.r,l. and p«p|, f ,™» «„, DlirMH lo antfl*r. Then , „~ „ &rblt-l '^™ ^SHh un 



WTEHPLAHETAHV 

SHUTTLES com* 
camplwtt wllh a 

handydzB SA' 

(ShutU«mol5N» 
Assoc latiarH mfip af 
thm oalvxy. Each 
plinel i* shown 
aepar.my, along with 
wfulivw nuoni ire 
'n lli urbit. Th* lypp 01 
n>ln*f«l ■ «jnt«in«j on 
(he pMn«l ah* jl*g 
(tapiclKJ, ilttnrinfl you 
to woric w( which 
plaint hi* ibe best 
•upplkM for your 
nflflds. 




FROM THE rNTRG sequence onwards, this 
game oozes a sense of erf spness, polis hand 
atmosphere. The whole style is in someway 
reminiscent oMferH the filmj and although 
you're never really in any danger, there's a definite a 
fee! i ng of ten sio n preuai I i ng. Altho u gh thi ng 5 start fa irly 
slowly, Deuteros definitely falls into the 'put a lot in and 
you'll get a lot out' category. Don't expect to rush 

straig ht i n a n d be im merged in act ion and exc i tement, a s 

even a relatively simple task Such as Setting up your first 
Orbital Fa cl or y takes a farr amount of time. This is where 
the oniy real problem crops up, each Orbital Factory 
needs eight segments to become operational and to be 
honest, this isfar too many. Four orfiva would havebeen 

pefhapsa better figure and would have made things just 
that little bit more accessible. Once things are op and 
running though, you soon become engrossed in the 
proceedings, setting up cargo runs from one planet to 
another, researching new products and fighting aliens 
Speaking of which, the space Combat is a siighth/ odd 
affair where a mass of different coloured dots plow into 
each ol h er - i t m ay sound stra ng e, but it's actually qu ite 
a laugh. ..at first. Atthe risk of over^complica ting thingsa 
bit of interaction or strategic play might have been nice, 
but nothing is really lost as it slands. Deuteros is deep' 
there's no denying it, and as the sequel to Millennium 
2.2, you'd expect nothing (ess. 

P^^^ AS WE SPEAK, there's no specific news as to 

!*• I what's happening on the this front, although 

^M I aversionshouldappearfairlysoonafterthe 

■§■■ Amiga. The usuaf tweaking of sound effects 
is likely to be the only change. 



S3 



THINGS MAY HAVE BEEN VAGUE regar- 
ding the ST version, hul there's even less 
information available fpr pc owners. Don't 
hold your breath. 
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No ugly wart-nose is 
gonna make a monkey out 
of me! But that's just 
what that witch has done - 
one minute I'm the mighty 
Toki and the next I'm having 
breakfast delousing my armpits 
walk a step without tripping over my 
knuckles and, oh, there's an overhanging 
vine - time to swing out sister! But my 
broken heart is going ape. My beloved 
Mi ho [I can't wait to share a banana with 
has been kidnapped and somehow I've 
got to regain my manhood - until then 
I'm just swingin' in the rain! 
The arcaj^y sensation by Fabtek Inc 

is now avf " 
for your 
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i, 6 CENTRAL 
MANCHESTER M2 SNS. 
2 6633, FAX 061-834 0650 
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REVIEWS 



SWIV 

Storm 

AMIGA 

PRICE £24.99 

OUT March 

GRAPHICS 92% 
SOUND 91% 

PLAYABILITY 92% 
VALUE 90% 

OVERALL 



93% 



ATARI ST 

PRICE £24.59 
OUT March 

IBM PC AND 
COMPATIBLES 

PRICE N/A 

OUT N/A 



THE ONE 



MARCH 1991 



=• 




iaran Brennan prepares to cook more 
goose in Storm's advanced adaptation 
ofTecmos two-player blasting classic. 

PECIAL WEAPONS Interdiction Vehicles? Pa&- 
sibly. Secret Weapons Instillation Vehicles? 
Surely Not! Silkworm HUpnalnly seems the 



keiiest. 
Whatever SWfV s? 



^two-pi 



top to bottom 
igression from 
, spruced up 



stthe original gam 

sclaimthattheirira^fcnm putting together 
quel is io makft th» event a little more 
ror the poor sod who ends up in control of the 
jeep ithose who remember the original game rarely have 
fqnd memories of driving into trouble while theii flying 
partner had an enviously easy ridel, 

Whatever the reason, the result is a •■amfng'y 
fasl -.weed all-action blaster which w M te;.- 
stamina as wol I as his or her reflexes. r"or although there's 
only one continuous level to negotiate, it's divided into 15 
difftfent zones with names (and looks} as diverse as Ghost 
Town, Arctic Sea Grassland and the Sci-Fi Zone - almost 40 
minutes ot scrolling from start to finish. 

Hthisappearsto be all too much, there'sa little comfort to 
be found in the program's 'automatic difficulty level' 
setting. Basically this moans that the game figures out how 
good the player is and adjusts the number and skill of the 
enemy's hardware to compensate. 



MOI ALL OF THE LEVEL li tand-bawd but taw not jnp driwr. yeur tour 
wlmkr is tampfirtrUY traded in tor ■ nippy gunboal. h'» on* o* 1ltla gam*'* H*w 
d isapHJcnlrrisntu mat thar* isn't man efraclh™ tlurtnacwar aaquenci twtwwtn 
the two «h>cl"*, but at lant HUppIng Irom on» to the other doesn't |nt«rmpi 
(he gimipi»y *»*n slightly. 
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REVIEWS 
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WHO COULO FORGET the first time that the 
smart bomb was activated in the original 
Silkworm and that fabulous "boom' burst 
from the monitor's speakers? Well it's 
exactly that rush of excitement that's generated when 
the going gets tough in SWlV ■ and that's more or lass 
right from the off, This is one hell of a shoot 'em up; 
all-action gatneplay combined with extra ordinary 
graphics and a two-player option that requires both 
participants to really work together f o r a change , True, it 
provides precious little that you haven't seen before in 
terms of gameplay, but rarely have so many classic 
gaming features been combined together so well into 
such a neat package. Fans of Silkworm will welcome 
back a lot of old friends, albeit in slightly different guises, 
wh iie CO m pleta newco m ers wil I be faced with too m u eh 
of a ch al I e n ge to have time to worry why t h ey' re bei ng 
attacked by a monstrous flying goose. Glorious 
graphics, sound that goes beyond the functional and 
that efusive 'one mo re try' facto r m ake SWlv a n essential 
purchase For blasting fens. 

The gameplay will come oul virtually 
|t£| Identical, but only for users of double-sidled 
rm J j disk drives (there is no version for 
■^■fl single-sided drives]. This version will 
however be STE compatible, providing an improved 
palBtte among otfw improvements for users of the ST's 
bigger brother. 

■MM Just as there was no PC S-lkworm, there are 
I |T^ no plans for an MS-DOS-compatible SWIV, 
awl ^ This is more of a pity than usual, as 
fa^^BMl adrenaline-pumping shoot 'em ups 
(especially for two players] are as rare as hen's teeth on 
IBM's machine. 




THERE'S HO PQUHT1NO the amount Of can and 
mention thai'* been lavished on tnli tntlit 

but II any tiln proot were needad. 
juii check oul wbel Happens when the action 
reaches the cornfield, It's impressive enough to. 
watch the jeep leave ll*tl*ned crops in its «**«■ 
but thia psles intn i nsignlllcante when th* 
grounded spaceship lakes aft leaving 
crop circle* I 
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THE OCCASIONAL TRAINS {above) dun' L cause 
(he helitopler too much trouble, but (hay'** 
snmnrh iny ol an Inconvenience for Ihe' jeep. SO 
li » best la get rbd ot lham as soon as possible. 
Shoot lite engine end the remaining. terrisgae 
gradually How to a complete stop, whiln 
destroying one of the carriage* allows Ihe engine 
to speed off the opposite aloe Ol lh* screen 
while the remaining nock once, again grinds to a 
Mat 




PROGRAMMERS Ned Langman and Ronald Pleeei 

Weserls. haw* included a small tribute 1 to one ol 
iheir own lavourtta gam** in Ihe iorm ul XeWow* 
land, s short section featuring some ol |he> 
sprites ft urn Atirl Oamee' venerable shoo* 'em 
UP- 



ANOTHER OLD FAVOURITE from Ihe original was 
Ihe 'mama helicopter, which didn't do any 
damage In its own right, but spewed forth a 
siorm ol buzzing helicopters la da Its dirty wor*. 
There's a double threat presented hero, aa wh*n 
the mama eventually leave* the screen, its 
babies loom OUT in Its wake, destroying 
everything In their path. 
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elite, n> The choice part, the best, 

(Of). [F } - choice] 

plus, adj. Additional, extra; 

positive. [L f = more] 




_od games come and go, and great 
ones last much longer. The best can 
win awards, but only one can claim to 
be Elite. 

When the history of computer 
gaming is written, its name appears 
early on. And on. And on. Generations 
have played it; some have beaten it; 
but none have tired of it. 

The original mix of space 
exploration, trading, and combat has 
endured imitators, pretenders and 
millions of hours of play. Now the best 
is to get better, 

Rain bird have updated the IBM PC 
compatibles version to utilise the 
technology whii h baa developed over 
the game's lifetime. 

Amazing 3-D graphics, in EGA, 
VGA and MCGA modes bring even 
more life to cosmic combat; a 
redesigned icon -driven interface 
speeds trading, information gathering 
and map reading; support of Ad-Lib 
and Roland sound-boards enable your 
ears to share the vivid pleasures of 
life on the high seas of space; and 
brand new missions extend gameplay 
even further than before. 

The classic six-year old recipe 
remains the same; new ingredients 
add to the flavour; treat your taste- 
buds to the best. Elite Plus* 
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Elite Plus will be available for IBM PC compatibles at £34,99. 
The original versions of Elite are available for Atari ST and Commodore Amiga, at £24,99. 

Unit I. Hampton faad Industrial Estate, Tetbury, GIob. Tel: OWiG 504826 
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Flying one plane is hard 
enough, flying a squadron 
is even trickier. Paul Pres- 
ley takes control of an 
entire airport and findsit's 
not as easy 
as Alpha 
Bravo Char- 
lie. 









DIRECT ORDERS lo 
the pilots ol net) 
plane are issued using 
Ihe Flight Central 
Panel The altitude. 
speed end direction 
can all be illered 
allowing each plane m 
fly at sofa distance* to 
each other, Once a 
plane reachea Ms 
destination lh* 

appropriate 'handover" 

cootro-l hat Id be 
pushed to alert the 
other eonlrollers. 
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T S ALL VERY WELL flying around in the latest 
fighter plane known to man, risking life and limb 
over enemy territory while on secret bombing 
missions, bul what about when you return home? 

Who's responsible for making sure your plane doesn'l 
accidentally collide with one just taking off? Who's 
responsible for making sure the 747 filled with 
holidaymakers has a clear passage of air to fly through? 
Who? Air Traffic Control Man, that's who. 

N ow you get the c hance to share i n t h e exeiti n g I if e of an 
Air Traffic Controller as you handle arrivals, departures, 
overflights and taxiing, ensuring the skies over Germany 
are full of non-erashing planes and the ground isn't littered 
with burning wreckages. 

Take charge of the towers at Hamburg or Frankfurt and 
watch the aircraft go up and down, lei I departu res when lo 
depart and arrivals when to arrive, handle hijack situations 
and engine fires with ease. AH in a day's work for a busy Air 
Traffic Controller. 



TO THE LEFT OF THE 
RADAR is the slrerstt 
control strip, a list 01 
ail ih* planas you can 
eipect to see, slang 
with 1helr call-signs 
{Starrs Oscar 219, and 
so cm; their 

deslinallon. plane type 
and all other 
intor ntatlan needed lo 
deter mine where Ihe 
plane has to be and 
when. 







WHAT BETTER WfAV 
Is there to keep lrack 
□1 Ihe dozens of 
plsrvei IhM want to Ity 
over your airport lhan 
with Ihe radar display 
Then? are four type? 
{main radar, tower 
central, arrival end 
departure} 

eorrespondirig to Ihe 
four type* of 
garneplay. The 
runways ■*«•. displayed 
as solid lines nriihin a 
large rectangle end 
aircraft are either 
small squares or 
Irlsngkes, marked with 
Utslr tolUeigna, 
altitude end speed. 



TO THE H1GHT OF 
THE RADAR Is the 
(nlnl-eomp»»ter from 

Which nlormalioii 

such as Breather 
condition* Or lllghl 

paths can be 
acceaeed, coded 
iranjmiiilona can he 
sent to the aircraft, 
dels such as 
waypolnts can be 
overlaid onto lha main 
radar and lh* alarm 
csn be actlvsled to 
alert Ihe- fire crews. 



EVERY AIR TRAFFIC CONTROL simulator 
(and believe it or not, there have been quite a 




I few} will be compared to Wesson Interna- 
tional's definitive Rapcon - and Tower FRA 
fares up pretty nicely. The only major drawback here is 
the strange flick-screen effect which causes you to 
momentarily lose track of what's on the screen - a 
hazard during rush hour 1 , There was no real need to split 
things like this, one screen for everything would have 
done the job. On the plus side though, it's extremely 
ea sy to get th e hang of a nd y ou soon f i nd y o u rsel f t oia 1 1 y 
absorbed with the comings and goings of both large and 
small aircraft. The amount of random factors that can 
affect a plane make for a varied garneplay, anything 
from strong winds to a hijack situation can happen, 
although mainly on the higher levels. Although there's 
often a lot going on, there isn't a great deal to look at; 
w h at's there is presented we 1 1 e n oug h , but with a scree n 
full of numbers and green lines, it's not the kind of game 
you use to show off to you=r friends. The other main 
aspect, the speech (using the internal SID' speech chip), 
does give the impression that it accidentally ended up 
sounding like an accurate portrayal of a radio 
microphone and leaves something to be desired- The 
lack of aesthetic pleasure however is more than made up 
for by the challenge and intensity that's generated. 
Tower FRA proves that landing planes tdn be as fun as 
flying them. 

■^■■LAGGING SLIGHTLY BEHIND the Amiga. 
F«eV ■ this one is so far identical in all ways -except 
rm j that (unsurprisingly) the speech option will 
■^BaV not be available. 

SORRY, BUDDING PC ATCs, those stubborn 
Thai ion boys won't divulge when this 

version wit I be available, Stay tuned to these 
pages for an Estimated Time of Arrival. 



E 



► 61 



REVIEWS 



TOWER FRA 

Thalim 



AMIGA 

PRICE £24.99 
OUT " Now 

GRAPHICS n% 

SOUND 76% 

PLAYABILITY 88% 
VALUE 8/S, 

OVERALL 

85% 



ATARI ST 
PRICE £24.39 

OUT May 




IBM PC AND 
COMPATIBLES 

PRICE N/A 

OUT Wf\ 



The 

beginner's 
guide to Air 
Traffic 
Control, 
Part One: 
the Inter- 
national 
Phonetic 
Alphabet 

A ALPHA 
B BRAVO 
C CHARLIE 
D DELTA 

EECHO 
F FOXTROT 
GGOLF 
H HOTEL 

1 INDIA 

J JULIET 
KKILG 
LLIMA 
M MIKE 
N NOVEMBER 
O OSCAR 
P PAPA 
Q QUEBEC 
R HOMEO 
S SIERRA 
T TANGO 
U UNIFORM 

V VICTOR 
W WHISKY 
X X RAY 

Y YELLOW 

2 ZULU 
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From the creators of F- 1 9 Stealth Fighter, 
comes a I light simulator which applies the 
a test computer techno log)' to the earliest 
dog-fighting aeroplanes. There is no radar- 
No fire-and -forgets. No E.C.M, lust your 
skill and ambition to live to fight another 
day. The Micro Prose way. 



"For my country, my honour and my 
life - 1 am a Knight of the Sky 




I 



* Fly 20 planes, including every major fighter in 
W.W.L 

Navigate with actual mapping of trenches, 
roads, cities, aerodromes, anti-aircraft guns 
and more. 

* Accomplish hundreds of missions in 7 
categories, including ground support, bombing 
and dog-fighting. 

*Sec the action from 13 dazzling 3-D 
perspectives. 

* Chafienge a friend via modem or direct cable 

* Combine news and intelligence reports with 
your own intuition to track down the 1 6 men 

whose successes dimmish your own. 

* in the gallant tradition of the ancient knights, 
you challenge each to determine who is truly 

World War FsAcc of Aces. 

"Ploughing, through the clear, cool air above Flanders, my hunting 
ground, my domain. The ear-shattering drone of the engine, the 
blast of the ice-cold wind in my face, the strain of the knowledge 
that I dance on the brink of extinction. The shells pepper the muddy 

trenches below, the flak strafes the ^_ ^ ^ m 

sky around me, but my mind sees JSfS! ^«J PI?ClSE 

only the challenge ahead," 



FIOHF OR BUY BONDS 
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WJUH OBJECTIVE IS 

USUALLY marked un 
the map In your lag 
book. At you 
progress, contacts 
sunn bb spin or 
locals will offer 
information In th« 
form at map 
tO-Of dinita*. That* 
•r* ant*f*d U yOw {pat 
rhnm and main' up > 
comp4*J» record at 
your |curn»y 



PRICE £24.99 

OUT March 

GRAPHICS 91% 

rlND 90% 

V ABILITY 93% 
VALUE 90% 

OVERALL 

92% 



ATARI ST 

PRICE £24.99 

OUT March 

GRAPHICS 90% 
SOUND 09% 

PLAYABILITr 93% 
VALUE 90% 

OVERALL 

92% 



(DM PC AND 
COMPATIBLES 

PRICE TBA 

OUT TBA 




In the dangerous world of Fractal 
Geometry, Paul Presley finds himself 
alone against the enemy, Let the hunt 
begin... 

HERE'S NO PLOT, There's no point. Activision's 
latest is as straightforward as apple pie ... 

almost. One man, The Hunter, must undergo a 
series of desperate missions into enemy territory, using 
whatever he can find to help him. 

Actually, it's not quite as emotionless as all that it's just 
that Hunter does n 't rea I ly need m u ch of a plot to work, i n th e 
same way that Realtime's Carrier Command didn't. 

There are three types of mission to choose from : a series 
of li n ked d e mol it i on |o bs, a si m pi e a ctio n -packed battle and 
<i long intense campaign. Thenice thing is that, providing he 
doesn't die or fail, the beginning of a new game sees the 
character conti n ne f ro m wh e re h e I eft off, at t h e sa me po i n t 
in time and with whatever equipment he had left. 



THE CONTROL PANEL 

shows everything you 
U*« In slay alive, as 
mil a* your i uiranl 

oo-ordlrurt**, lh+ 

tlOCfc (assanlial tor 

heaping Hack at your 

lima I am III. a radar, 

your energy, the 

amount of fuel 

contained In your 

current vehicle end 

any necascary 

ira ilia il. 




the hap, which 
can be Overlaid 
onto the main screen, 
shews Ihe layout ol 

the Islands (random 
lor »«ch gam*) »nd 
|h* position of the 
location currently 
choa*n from your log 
booh, martini as a 
imiM y*llow dot. An 
Aortal Observation 
Unit, whm llr*rj 
highlight* the 
immediate araa and 
shows In* position of 
buildings, vehicles and 
enemy troops. 
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REVIEW 



BEGIM EACH MISSION 

With » brief (Ml to I he 

Stow, whirv yuu un 

tOp up on weapons 

and ammunition. Hoi 
everything, is available 
here, medical supplies 

can only be octained 

from Hospitals and the 

larger weapons an* 

four.d deep In mtmy 

territory No on* (aid 

thi» waa going to be 

easy, 
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OF ALL I HI 
VEHICLES available 
the helicopter 11 byUf 
the bell although II 
is (lightly IriLk y to 
control . With It you 
un cr** f large 
dlilancM wilh ease. 
although it dues have 
two main drawback*. 
It czlx airlj at fuel 
and tends lo Bttrecl 
tha moat unwelcome 
u' in iil es and Hah 



THE EHEMY. Dtutd 
In red and wrtti a 

temper io match. 
Occasionally you'll 
And one who isn't 
happy with hi. Im and 
allows you Id 90 on 
your marry way - but 
don'l counl on II- Th* 
scare unilprms found 
In some of th* houses 
serve *a * u«*1ul 
disguise, sot anew 
any husl ihtv and 1 tip 
enemy Mill um right 
through it, 



THE AMOUNT OF 
VEHICLES lo choose 

ranges from pedal 
hlkaa to tanks, there's 
•wan windsurfing 
equipment If you loo* 
tot II- Fuel Is required 
tor the engined 
transport and tends to 
coma in a limited 
supply, nui the larger 
the wheali, Uie larger 
Ihe gun. Rocket boats 
carry Surnni shells and 
lanka u an destroy 1 
building in a couple ol 
ihola. 

BUILDINGS CONTAIN 

various items 10 help 

you In your 

destructive ways. 

Fuel, first aid. Ueres, 

money and . moat 

importantly. 

inhabitants are Mm* 

of Ihe ingredianis thai 

make up lift On Uta 

islands and provide 

moil ol rfunfef s 

interaction 




NOT SINCE MIDWINTER has anyone 
managed to successful ly create an effective 

three-dimensional environment and com 
bine it with an absorbing game. Now, at last, 
Activision has pul that fight. The smoothness of the 
scrolling and the thoughtful and imaginative screen 
zooming feature are just two of the elements that grab 
and hold onto your attention like a hungry Rottweiller 
attacking a burglar. Your enemy's intelligence It 
rem a rka tile if e little pers i ste nt : n e so I dier i nsisted n 
swimming across three islands in pursuit of my wind- 
surfer. The ever-present time factor makes for some 
interesting strategies. If you take s long route towards 
your objective in order to avoid missile launchers and 
so forth, make sure that you've worked out a good 
escape route. It's not all flash graphics though, the 
sound too has been put to good use, alerting you to 
dangers such as missiles, a split second before you see 
them (and scaring the wits out of you). If there is a sour 
apple in the barrel, the it's the foot combat. Aiming li 
not the easiest of tasks {the facl that your gun is in a 
fixed position doesn't help! and would have benefited 
from a crosshair or something similar. This isn't a real 
problem in vehicles as you're usually some distance 
from your target and have the lime to aim well, but up 
close it's a wild battle- Ultimately it's the graphics that 
win the day, mo re often tha n not you'll ti nd yourself just 
wandering around the landscape, trying to shoot rab- 
bits {sorry, but it's true!), but if an attempt is made to 
complete one of the missions then you'll find that 
Hunter offers both compelling and exciting entertain- 
ment that's going lo last at least until Midwinter 2 
arrives, that's when the real battle will really begin, 

NOTHING GAINED and nothing taken away, 
Hunter offers just as much enjoyment as its 
Amiga counterpart. The graphics are a little 
lighter and maybe not quite as detailed, but 

the difference is so negligible that you wouldn't notice 
unless you knew what you were looking for. 

■M ACT I VISION'S AMERICAN CONNECTIONS 

f ||d mean that an IBM-compatible Hunter is 

ajA j more-or-less inevitable. The bad news 

■HaBaaf however, is that there's no plans to make the 

inevitable happen in the near future - we'll keep you 
posted. 






ZfiW AN 

DVERT IS WRONG, 
HO PUTS IT RIGHT? 

We do. The Advertising Standards Authority ensures 
advertisements meet with Mir strict Code of Advertising 
Practice. 

So if you question an advertiser, they have lo 

illtKWCT tO US. 

10 find out more about the AS V, please write Lo 

Advertising Standards Authority. Dent. X, Brook House. 

Ibrringlon Place, London WC1E 7HN. 
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103a St John* Hill, 

London, BW11 IS¥ 

'III) yd* BR Ojipham Si. 

TUIc .. .Amiga. ..... 

688 Attack Sub 18.99- 

ATF2 18.99. 

Accolade in Action... 24 .69. 

Adidas Football 18,99. 

Alpha Waves 18.99. 

Amazing Spiderman 18.99. 

Aminos 15.19. 

Armour Geddqn 18.99. 

Atomic Robokrd 18.99.. 

Awesome 26,60, 

Badlands 18.99. 

Billy the Kid...., 18.99. 

Buck Rogers 22.79. 

Cadaver 18.99. 

Captive 18.99. 

Carthage 18.99. 

Chaos Strikes Back. 10. 99. 

Chase HQ SOI .16,99. 

Dick Tracy 10.99. 

Dragon Flight 22.79. 

Dragons Lair 2 34.20. 

ESWAT 16.99. 

ECO Phantoms 16.99. 

Elvira 24.69. 

F.19 Sleallh Fighter .24.69. 

Future Basketball 18.99. 

Golden Ax*.. 19.99. 

Hafd Drivin2 13.99. 

Hollywood 

Collection 24.69. 

Indianapolis 500 18.99. 




PHANTASTIC GAMES 



WSA 



I (» BIT SPECIALISTS 



K3 



Telephone: 071- 

738- 
0617 



...S/l\. 

.18.99. 

1899. 

.18.99. 
.15.19. 



24.69 
18.99 
24.69 



£4.99 
19.99 



18.99. 

.18.99. 



19.99 



.10.39. 
.19.99. 

.10.99. 
.19,99. 
.18.99. 
.22 79, 

.34.20. 

.13.99. 

.18.99. 

.24.69 

.24.69- 

.18.99. 

.18.99. 

.18.99. 

..24.69. 



,18.99 
34.20 



30.50 



.18.99 



.18-99 
.18 99 

.1899 
.18.99 



I 'ilk' Arnica,.,.. S.T .. 

James Pond... 19.99.. ..18.99. 

J.Nichlaus Unlimited 24.69 

Kick Off? 15.19... ,15.19. 

Lemmings.,. 1 9.99.... 1 8.99 . 

Line of Fire 19.99. ,..19.99. 

lotus Esprit 18. 99, ...19-99. 

M1 Tank Platoon 24.69 24.69 . 

ManiK ....18.99....18.99. 

Mean Streets 18.99... .18.99, 

Mechwarrior - - 

MARC 18.99. 

Nighthreed - Action.. 18.99. 
Mighlbreed - 

Interactive 18.99. 

Nitro .' 18.99. 

OoopsUp 18,99 

Pang 18.99... 18.99. 

Platinum 18.99.. ..18.99. 

Powarmonger ..24 .69. ...24.89. 

Rick Dangerous 2.... 18.99,.,, 18,99. 

Robocop 2 18.99. .18.99 

Satan 15.19.... 15.19. 

Simulcra .....18.99. ...18 99 

Speedball 18 99. ... 18.99, 

Strider2, 1899- 1899. 

Stun Runner .18.99.... 18.99. 

Super Off Road. 18.99.... 18.99. 

Team Yankee 18.99. ...19.99- 

Teen age Turtles 18.99.... 18.99. 

Total Recall ....18.99. ...16.99. 

Ultimate Ride ...18.99. ...19,99 



..P.t: 

.30.50' 

,1899 
,18.99 

,30 50 



.24.69 
.24.69 
,24.69 



16.99 
15,19 



24.69 



24.69 



All software / Hardware is subject to availablity. 
Titles not available will be sen I on day of release 



PRICE 



JOYSTICKS 



Quickshot 3 Tuii» e9™ 

CKiickshot 3 IBM E" 70 

Competition PRO 50CO E13.&D 

Competition PRO Combat CI 4. 35 

SpeadkingStd £9-00 

Cruiser Black C9.00 

Ouick|oy Superboand , £16.15 

Ouick|oy Megaboara ;.... .,, £.22.50 



HARDWARE 



PRICE 



Amiga 500 - Screen Gams £369.99 

A1ari 500 STFM - Discovery „ E2S9.99 

Amiga K£Meg- E*p& Dungeon Master E45-.00 

Atari Drive * Cooperation & KG£ £75.00 

Amiga Drive fi RVF.'Beast'KQZ.'B. Squadron EB5.QQ 



8 BIT SO IT WARE & RPG'S AVAII.AIU V. 



ORDER FORM 



NAME ..,„..„... 

f\ I ft i K fib^bS ■ ■ ■■■■Tiintfiii't+oi iiiffiiififif 



TELEPHONE NO : 



TITLE 



i 



Pwtog* i ■ i - ■ ■ un 2 ur man? 

aullw are tilten.. 
Else El PP or £5 Hjrdware 



FORMAT 



POSTAGE 



TOTAL 



VALUE 
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TOP 30 AMIGA MOVERS 



TOP 30 ST MOVERS ' 



TOP 30 IBM PC MOVERS 



HWQE££!«» 
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Mil. Mil Win 
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AMIGA SPECIALS 



ftlOHT OF I Ml iCnilllf. 

re t. folb aau 

■IEH1UHBN 

ammiiT-h 
suns & BUTTifl 

IVIIHII'B nCBDK 

' iihwlsi en ameun 

SSoi 

FlglR lwl.il HIIIIH 

«W0S tWST TtJPU Mft 

HI ATT AM SUB 

lEliUWSUll uAfiTJ 

IK COLDKHS BIOlJEiT 

HERDFS BIBI 

FLF6H1 ilMOLAlOfl 1* 

I Si'l 't EMU . 

Ml TfUftfUTUBII 

F'i CTEJU.TH FIGhTCH 

RO DAHGEHBU5 1 

T ES1 DFtVE ] 

IT CAME FROM THE DESFfll 

ufBRuiaui 

HARD BHMN 1 
LEMMINGS 

buck nncEiB 
nihCEOf pehsia 

BJUE I 
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IBM PC SPECIALS 



51 DB tMU 

WMU OP CUMFHJkTIHS Fit* 

KKh Oil. krL.»rirti«iul 5«E* tk!|jm 
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AMIGA COMING SOON 



ST COMING SOON 



IBM PC COMING SOON 
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Tired of battling dragons, aliens, drug 
lords and the undead, Paul Presley 
tries an adventure in real life, 

I AXES, BILLS, employment and education, As 
most of us are battling these elements in 
everydav life, you'd hardly expect them to 
combine to make an enjoyable computer game. Sierra On- 
line, however, thinks otherwise. 

Until now, the American giant has best been known for its 
wide rang e of g rap h i c adve ntu res, but n ow it h opes to ca rye 
itself a niche in a more original area of gaming - the on- 
screen board game, 

Up to four players can compete (with the fictional J ones 
filling the ranks in the absence of human players), To keep 
up, each player has to build up a life, improving his or her 
education, employment, housing, health and happiness 
along the way. 

Travel ling clockwise around a racetrack-type board, the 
players visit 12 buildings, each with a different function, 
making money and improving their standard of living as 
they go. 

Each 'turn' counts as One week, with every action eating 
up a certain amount of that lime: when one player's week is 
over, play passes to the rte*t person and so on. 

■^■■WITHOUT DOUBT, the first thing that will 
I ft I ftj strikeSierra-philesishowdifferontthisisfrom 
I^A" J the company's usual output. And, regardless 
MHBMB of how good those graphic adventures are, it 
stilt comes as a welcome change to not have to puzzle 
your way out of every situation. The idea of 
implementing a board game on computer isn't exactly a 
new one, but u p unt i I now (■ pa rt from co nvers ions such 
as Trivial Pursuit) the results have never managed to 
retain the feel of the o rig i na I s. Th i s , h owaver, is a good 
exampl e of how it ca n be d one, It ' s obviou sly mea ntto be 
played by more than one person, but even competing 
alone against Jones (the computer player) provides 
enough of a challenge to last sometime, The first-class 
presentation (which we've come to expect from all 
Sierra On-Line product! is largely responsible for the 
generally good feeling you get while playing: digitised 
animations are used for all the characters (incidentally, 
each digitised person is 3 Sierra employee) and 
individual themes are used for each of the locations, 
MacDonald's style tunes for the fast-food restaurant, 
cool music for the clothes shop and sof prth. Playing the 
game with others incites plenty of excitement, 
especially as you see your score creep past the others - 
only to lose your job and have it sink right down again I 
It's this kin-d of intensely competitive atmosphere that 
makes Jones a winner. 

i OBVIOUSLY, there won't be any 256-colour 
VGA graphics on versions other than the PC - 
and t h ree channel sou n d won't sou n d quite as 
nice as a Roland or AdLib sound board - but 
otherwise it should remain the same old rat race. 
■aT^aaaaV AGAIN, machine specifications limit what 
Im ■ Jones can do visually and aurally, but the all- 
f*J I important gameplay should remain in the 
■Hi same I a ne, Watch out for f u 1 1 updates i n f utu re 
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□I ih* ahem. 

Watching Jones si. 

work. rest and play 11 

a useful 

way of gaining upa. 
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BEGIN EACH game by sailing a level for each ol 

inur qisnk - Mo-iL-y, pktppmtsa EdUCSliOfl and 

Career - the llril player to meet his- or her 
(Mpoctation* Mint. Money da a measure of your 
wealth end current Investments, Happiness Is 

gal nad by buying luxury goods or taking ti me off 
work , Education depends on the amount -ol 
diplomas you earn and Career m*«»ur«* your 
»mploym»nl record. 



ACCOMMODATION is willed from a choice □( two 
sites, a lovr-cosi epprimanrt or Ihe swanky Le 
Security building- h m*y m»k« you happier, but 
the price el high living la reflected in the amount 
ot rtnl that ku 10 be paid every four weeks. 
MM * payment and you could tlnd your wage* 
being deducted. 




45 IN REAL UPE, itwrei a variety ol earners to choose from. Nine of th* building* on the board oner 
jobs through Ihe Employment Office, each with it* own promotional structure. You'll need plenty at 
experience and a good education to become a ban* manager, lot aiarKple, whereas Monolith 
Burgers will take pual about anyone. Wages tend Id fluctuate art all limes, to It's often worth checking 
whether you're due for 1 rise or whettter Ms dm* to mg» on. 





Hk>Mbur*-**ri IT 

CfVHMl J :• 




issues. 



fcDUCATION plays a major perl In your gj»m*-ll1« - 
the Hi-T»eh University offering tfiureae In 
everything from Engineering to Busman 
4dknini*tr*|ion. Paying lb* anrollmenl lea allows 
k«u to allhar the Trade School or Ihe Junior 
College, from where you can branch out, gaining 
diploma altar diploma. 



KEEPING your lite in order is hungry worfc. Vou 
need to be fed every (urn. 10 1 quick vtttt to 
Monolith Burgers is tamiliar sight to Spec* Ou**t 
lens) should do the trick, Alternatively - 
cashflow allowing you can buy food lor s*v*raj 
weeks Irom the mamet. Hake sure you have 
somewhere to stem it though !• frldga nr 1r»»j»r( 
otherwise you'll find an upset stomach and a trip 

to Ihe doctor b I* In order. Fall to eat and time |( 
deducted from your nail turn 
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VALUE 83% 

OVERALL 
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T/t/s is tite 

game you'll 

bring out 

when 

friends 

drop by, or 

when the 

family just 

can't take 

one more 

evening of 

Trivial 

Pursuit" 

Bill Davis, 

designer 
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WHEN THEY BUILT CYBERCON they 
erealed a protection complex sd 
sophisticated it made Fori Knox look lite 
a Wendy house, inside there are roams of 
all shapes and sizes (soma several limes 
the height or a man) connected by a 
series ol lifts, ledges, pits, traps, locked 
doors end invisible floors. And round 
every comet you've got an excellent 
chance ol meeting one ol the hundreds of 
powerful and aggressive security robots. 



ORIGINALLY, THE COMPLEX was 

designed for ordinary maintenance 

technicians in boiler suits. These days, the 

only sate way to view It It through the 

protective visor ol your power suit- This 

marvellous piece of modern tailoring lets 

you jump inhuman distances, generates 

protective shields or cannon at the touch 

of a button, is sorl-repairable and can 

locate enemy positions by sensor should 

you so desire. The only cost is energy - 

you begin with one energy bank (bottom 

left) to power the lot, collecting the 

maximum four (for extra speed, strength 

and efficiency* along the way, 



ero 





TOUR CANNON is the mosl effective way ol dia*mbow*H<ng robots - its strength (ranging from mere bullet 
lo super-baiootca) grows m proportion to your power status Post-destruction, most robots leave one or two 
handy parti tor you to cannibalise These Include aueh goodies as cameras, eitm energy cells foresaid 
generators and rl you re lucky pieces ol key Energy ppwer-ups double as grenades, although you II need 
to iirwj a launcher before you can lob ihem around. 
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FTER DECADES OF FIGHTING, destruction and 
I death. 23rd century man finally built Cybercon III 
\ and everyone breathed s sigh of relief. With this 
gigantic computer brain in charge of defence systems, no 
single nation oralliance da red risksplinteringthebalance of 
power. Humans everywhere sat back r relaxed and played 
video games. 

Nqw, years latsr. it looks like somethings, gone very 
wrong. Cybercon is systematically carpet bombing the 
planet and blasting seven shades out of everything that 
b reathes. Soo n E a rth w i 1 1 be not h i ng but a f razzl ed m e m ory 
in the great universal scheme. 

But, wouldn't you know it, there's just one hope, A 
loophole in the design allows a single technician into the 
sprawling defence complex that houses the Cybercon 
brain. Get in there, survive the automated robot defence 
systems and pull the plug and you're a hero. Fail, and you'll 
die - along with everybody else- 
One minorproblem: Cybercon knows you' re coming and 
has prepared a secret weapon for its own defence - deep 
inside the compiex the Annihilator is stalking you. 

AT TIMES whan your 
power's low and the heal 

IS un. held generators 
Can buy you valuable 
time. Placed strategically, 
they create an 
impenetrable protective 

Shield between you and 
the enemy's fire. They're 
also re-usable u«ilH the 
power runs oui. 





ANNIHILATGR ASIDE, the automated roboi defence systems come in two varieties. 

Some, like these cyberwheels, respond to movement and animation (stay •III* and you 

won't get hit). Other, more intelligent entities can actually see - the mosl efficient way 
of blasting them is to aim for their eyes. Initially, each quarter oil the complex has us 
own peculiar variety of robot: as your movements open these areas up, they move out 
of their designated spheres and clog up the entire available space. 




WE HAVE THE TECHNOLOGY 

A COMPUTER THAT could run the world's defences like Cybercon III doesn't 
exist - yet. In the meantime the nearest equivalent to automated protection on 
the same scale is the American Strategic Defence Initiative or SDI. 

The idea is simple: space-based weapons systems detect and intercept 
intercontinental ballistic missiles (ICBMsi before they hit their target, if they're 
caught early enough, any fall-out Of debris hits the country of O'igin. 

So far there are three potential SDI systems on the drawing board: lasers in 
s pace, a n elect ro m ag n et ic i a u ncher or an electronic g netic g u n . Th e problem is 
that it's pretty hard to test any of these in the vacuum of space - therefore there 
are no real guarantees that they'd work well enough to act as a genuine 
deterrent. 

The Russians meanwhile are concentrating their efforts on a laser-based 
equivalent, including the potential to use Free Electron lasers based on the 
ground to intercept missiles in the upper atmosphere. 

Since President Reagan's departure, SDI hasn't featured too heavily in 
international policy, but there is some speculation that the success of 
ground-based Patriot defence missiles in the Gulf War may put it right back on 
the agenda again. 



THE ACCURATE 
3D ensures that a 
bridge like this is 
visible from every 

possible angle. 

Underneath you 

can gaze up and 

■admire il above 

you: if you happen 

to he standing on a 

level higher up 

you'll be able to 

crane over the 

edge and sea It 

below. 
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ALL LIFTS AND 
CODED DOORS 

are opened using 
your multl-purpoM 
sonic key. This 
handy Utile gadget 
allows you to 

interrogate objects 

to discover Itielf 
some combination 
and then play the 
appropriate 

symbols through. 

Most lifts have 
different codas for 
down and up and 
certain areas only 
become accessible 
when you've 
collected new 
symbols to be 
added to the key. 



ON THE LINE 

CYBERCON ft! IS THE BABY of Andy 
Beve ridge and Ricardo Pinto, both 
erstwhile employees of Realtime, 
whose work on a whole series of 
products (including C&rrw CofntTiSfid) 
has endowed them with extensive 
experience of 3D. 

In this case, the 3D was given a 
complete overhaul six months into the 
project when Ricardo first saw Andy's 
designs, ridiculed them and pro- 
nounced he could do better. He ripped 
out most of Andy's conventional 
box-like rooms, got rid of the con- 
ference centre 'look and replaced both 
with the weird spatial gymnastics that 
are characteristic of Cybercon I It's 
outlandish fael- The revamped comp- 
lex work&as a complete 3D entity: every 
single room is unique and has. been 
individually designed first on paper, 
then on screen ■ right down to the 
decorations on the wail. 



CAMERAS ARE A good way Ot Keeping 1 walch 
Ofi your back. Carefully placed and positioned, 

they allow you to keep watch ol vital robot 

movements wtiito you're involved in crucial 

tactics somewhere else. The Armihiiator is 

cleverer - It he sees a camera he immediately 

moves, Alien-tike, out of shot, 



■H IT'S THE SHEER SCALE of Cybercon ///that 
■ a^L J hits you first. The network of labyrinthine 
•,^™ 1 passageways, womb' I ike chambers, mind- 

bogg I ing ly ta II towers and sinister wa Ikways 
provides an incredibly detailed and totaliy interactive 
environment to explore. Not only are all 400 rooms 
genuinely different, but because everything in them 
functions realistically (push robots hard enough end 
they move, drop an object over the edge of a ledge and it 
falisHhewaythatyou negotiate the place isn't limited by 
any in-built constraint. You could have hours of fun |ust 
exploring, but there's more - a whole series of 
convoluted puzzles plus a crowd of robots to 
dismember. What really makes the game however, is 
the tense one-on-one rivalry between you and the 
Annihilator. Whatever you do, wherever you go, the 
chances are he's only a step behind, How you approach 
the challenge is a question of choice - avoid the robots 
a nd sneak arou n d or power u p a nd just let rip, E f ther way 
weeks of intense i nteractive excitem e nt a re g u a ra nteed : 
as yet, this is as close as you'll get to experiencing a 
complete virtual reality inside your computer. 

EVERYTHING THE St"~versipn has, the 
i 1 Amiga offers too, with the added advantage 
of four-channel sound. Thefull benefit of this 
aural enhancement, however, can only be 
enjoyed by owners of 1Mb- machines, 

DUBBED THE SHOWCASE version' by The 
Assembly Line, PC Cybercon III is all set to 
exploit a whole host of graphical and sonic 
improvements which just couldn't be 
crammed into an Amiga or ST. Special features include 
some ext ra g amep I ay enhancements, Role nd and Ad Lib 
sound support plus 256 colours and a graphics system 
"the likes of which no-one has ever seen." 
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all calls last appro*. 4 mlns. one prize per competition 

calls are charged at 33p per min. cheap rate and 44p per min. all other times 

If you are under 18 please get permission to use the telephone 

PLAY TO WIN, 159 STRATHMORE AVENUE, LUTON, LU1 3QR TEL: 0582 413943 

WE SELL EVERYTHING, EG Famlcom + 2 games £295 .Megadrlve + M Mouse £145.99 



WIN! WIN! WIN! WIN! WIN! WIN! WIN! 



j :S|©11I1 



MAIL OflDER TO: DLPT ONE, b& HARROW DRIVE, LONDON N9 9EQ 
TEL: 081-803 0893 
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1 GAMES H.Q.I 



Access/Visa 

Tsl: 0642 595182 

Cheques payable 

to Games M.Q- 



. PLEASE PHONE IF VOUR 
REQUIREMENTS ARE NOT LISTED 



Box 17 

Coulby Newham 
Middlesbrough 
Cleveland 
TS8 9YW 



FREE 1ST CLASS DELIVERY ON ALL PURCHASES 



STRATEGY GAMES 



Front Line , 17.95 

Overlord ,14.95 

Ancient Battles 17.96 

Vulcan , 14.96 

Borodino.. ,...18.95 

East us West .19.95 

LJ.M.S.II 23-95 

Tank Attack.. 899 

DegdsElh ,18 9Li 

Art Director... 

F i (m Di reclor ,..,.„. „.44_9& 

CvberPaintV2 3995 



■ S MULATORS 



F19ST Fighter 23.95 

F29Flotaliator., 19.95 

Lancaste r , 14 .95 

(.kinship 19.95 



LEISURE 



Stellar Crusade 27.95 

Rick Dangerous II 18,95 

Lemmings 18,95 

RoboCopll ............19.95 

Midwinter 21.9S 

The Kristal .........14.95 

Golden Axe 19.95 

Star blade 19.95 

Turrican ,16. 95 

Thunderbirds 7.95 

Windwalker 19.95 

Ghoulsfii Ghosts 16.95 

TwinWorld .19.95 

Caplive,.., 19 95 

Deathtrap.. 19,95 

Lotus TurhoChal.. ............ 17. 95 



- UTILITIES 



Mail&hotPlus 33 95 

System 3.... , 34.95 

Home Accounts 19,95 



WORD PROCESSING 



PrOlex<V4 2 69.9b 



1st Word Plus. 



ATARI & AMIGA COMPUTER PACKS 



Atari 520 STE Turbo Pack 359.99 

Atari 1040 STE Extra Pack 449.99 

Amiga 500 Stand Alone Pack 31 995 
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□PROTON SOFTWARE 

TEL: ORDER LINE 0462 686977 




AMIGA TOP 30 



IBM PC TOP 30 



CORPORATION 

GOLDEN AXE 

LEMMINGS 

CHASE HQ II 

SUPHEPWECY 

LOTUS ESPRIT 

MAN CHESTER UTD 

SPELLBALLII 

KlCKOFfll 

POWER MONGER 

SIM CITY 

TEAM YANKEE 

ROGUE TROOPER 

CARVUP 

ELVIRA 

Ml TANK PLATOON 

PRINCE OF PERSIA 

JAMES POND 

TOYOTACELICA 

BQTICS 

BOXING MANAGER 

MAGICIAN 

BUCK ROGERS 

CHESS CHAMP 

SUPER OFF ROAD 

I OUT 

AMOS 

WALL ST WIZARD 

CRICKET <1 MEG) 

FLIP IT 



I2.LW MANCHESTER UTD 12 99 

16-99 KICKOFFII 1699 

16.99 FLIGHT SIM 4 35.00 

16 99 SUPER OFF ROAD RACER 16.99 

18.99 TESTDRrVEIII 19.99 

16-99 WONDEFtLANO 22.39 

1S.99 WALL STflEET WIZARD 19.99 

19.99 ISHIDO 19.99 

13.99 PRINCE OF PERSIA 17,99 

19.99 BOXING MANAGER 16 99 

16 99 ANCIENT ART OF WAR 16 99 

19.99 P.G.A. TOUR GOLF 16,99 

12,96 BATTLE CHESS II 19 99 

15.99 MONTY PYTHON ' 18.99 

19 98 Ml TANK PLATOON 22.99 

19.99 SIM CITY 19-99 

14.99 BATTLE Of BRITAIN 19-99 

1299 GUNSHIP 24.99 

16,99 PIPEMANIA 16.99 

12.99 KLAX 16-99 

15.99 MIG29 19.99 

19.99 MEMORY MATE 22.98 

22 99 638 ATTACK 22.99 

17.99 CHESS SIMULATOR 1999 

16.99 ATFII 19.99 

1699 TEAM YANKEE 22.99 

35.00 GREMLINSII 19.99 

16.99 MUHDEK 19.99 

14,99 ANCIENT BATTLES 19,99 

12.95 FLIP IT 12.99 



hUWSHA UPGRADE MOU3C 

hOH IM^l JUj|> ATJl*l $T 

a: O&M 



F1*t*e >tBl« diM size when 

ordering 



NiPSHA SERIAL MQUEI 

I'OR 'SM PC AND COMPAQ 

AJOtlt 



COMPILATIONS 



SEGA MASTER MIX 
AMIGA ft GT 19 99 

SUPERWOMHFBQY, 

LTffUMntHJX 

CRACKDOWN. TluUBO 

UtJiSUH f NBuRO FUEJfl 



FULL BLAST 
AMIGA ST* IBM 

mm 

FfRKMI FOnUULADNE. H*7, 

EJlMtM WMMANO. HKK 

OANGI10L.S 



T.N.T, 

AMIGA A ST 

IIS* 

HMD DWY1N. KYBOTE, APE, 

rOuCIN. DRADON SMIT 



SPORTING GOLD 

AMIGA » IBM PC 

1»JS* 

fAI ,M iHNIAM l.AMf S, THE 

GAMES WWTtKllJIDOH. 

I HF tiAMEi E-JMMEfl 

fHTON 



POWERPACK 
AMIGA * ST 14-99 

ibm pc ten 

h(mOn II. TV JKJflTS 
F0OISAI1. BIOQDWVLX, 

AAC HALLV 

PC virion DEFENDC OF 

CROHN npl tan 

BLOCOW1CH 



HERD'S 

AMIGA & ST 

19,99 

LICENCE TO KILL. UUMMIHU 

UAN, BAflBtCAN II. 

SIARWARS 



MIND GAMES 
AMIGA ST & PC 14.99 

WAIML0O. CONFIJCT 

f-URQPE. PHAL FRONTIER 

■ re. tf.rurm FINAL FRONTER 

HtWH CQWLrd LUWK 



WHEELS OF FIRE 

AMIGA I ST 

1499 

HAflDDfWlN. TVASO 

OUTRUN, CHASE Ha 

PWrtWBIFT 



PLATINUM 
AMGA&&T 

19.99 
smiDCH. BLACK TiCE".. 

FORGOTTEN WOPILDS. 
CHOtltEi GHOSTS 



CHALLENGERS 

AMIGA ST ft PC 

ISlSS 

BOMHL*. STUNT ■ .All SACEH, 

PftO TENNIS TtXjn. SUnn 

SCI. HCjtOFF 

■ KKKiOf * »n mm' W<* v PC 



HOLLYWOOD 
COLLECTION 
AMIGA fc ST 

MM 

BATMAN THE "OK. 

ftOBOCOP II, NSLANA JDNES 

LAST CflLlSADf.. 

(X05TBJ5TEHS • 



MAGNUM 4 

AMIGA ft ST 

lit* 

OPERATION WOLF, 

AFunmjUnF*. oriufliE 

■Mm, BJTWUAI C*f P 
CHLICADER 



PRODUCT 



FORMAT 



COST 



TOTAL 



P/O Cheques payable to: PROTON SOFTWARE 
N«w re/&as#s sent ond&y of refease. 



Send to; 

PflOTON SOFTWARE, 
ENTEHPA3E HOUSE, 
BLACKHOflSE HOAfl. 
LETCHWDflTH. 
HERTS SG61W. 
Til: IQWJI B8WT7 
n,.',ova\trim 

NAME _ _.... 

ADDRESS _ 



TEL NO ~ _™ 



tiUNFIGHTEK 

USE YOUR VOICE 

TO OUTDRAW 
THE GUNFIGHTER 

CASH PRIZES 

0898 31 35 90 

INFOftAL 'Ofcij 3* IS' 4W C* erase* Vf Per Mn Cheap Up ■'w Mr All Olher Timan 




ALIENS 



Can You Kill 
The ALIENS 

For 
CASH PRIZES 



0898 313 573 



I Chape* 53P Pet mh Ctecp Bote HP d othar Itmasl 




APOLOGY 



Due to a printing error, Hardware Distribution ads 
have carried the wrong address in the last two 
issues of The One. We would like to take this 
opportunity to apologise to Hardware Distribution 
and to our readers for any inconvenience this may 
have caused. 



SONY 

THE BEST DISKS 
DISKS 



103.5'BS™ 

2Q3.S'[&DC 

303.5'DSUO 

«3.S'DS/DD 

5G3.5'D&DD 

1QQ3.5 r D&DD 

20C3,5'D&t>D 

SOCa.&'DSDD 



£5.90 
fit .50 
£16.50 
£21.50 
£26.50 

m,w 

£69.00 
£210.00 



3.5 DISKS 

THE BEST SERVICE 

USE OUR CREDIT CARD 

HOTLINE'!! 

ACCESS - 9742 73S4M ■ 

VISA 

we owly use zm disks. 

THE BEST AVAILABLE 

LIFETIME GUARANTEE. 

SAME DAY DtSPATCH. NEXT 

DAY DESPATCH WHEN 

ORDERED BEFOflE 1PM 

PRICES INC VAT & 

POSTAGE PLEASE RING Ofi 

WRITE FOFI WORE DETAILS 

CHEQUES Oil P.C'S TO: 



SONY 

THE BEST PRICES 
AMIGA MEM 



NO CLOCK 
WITH CLOCK 



£M.D0 
Ctt.M 



DRIVES 

AMK1ACUWANA £75.00 
CuMAMAST't £85.00 

DISK BOXS 

ONLY WITH DISKS 

40 CAP BOX £3.90 

B0CAPBOX £5.90 



HARDWARE DISTRIBUTION 

I1KPT ITO), IX FUKN1VAL GATR, SHEEHKLD, St 4C»K 
TFLKPHOME OKDtHS WFI.COM II ON 0742 7264*S 
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BEGIN THE GAME with fnur potential escapees - erw each from Britain, Franca, 
America and Poland. Each la controlled In turn, but the unused three remain 
idiotically idle white on* is being manipulated. This Isn't particularly realistic, but It Is 

a necessary cofwtsskm Id payability. 

UNFORTUNATELY 

your escape 

attempl is dogged 

by ihe limatabfe 

imposed by your 

captors, with 

Information 

popping up from 

time to time 10 

Keep you Inlormed. 

These interruptions 

can occasionally 

be useful - during 

exercise hours 

you re allowed Out 

into the courtyard, 

which makes It 

easier to explore in 

safety. 




Laurence Scotford's imagination is 
captured by a computer interpretation 
of Gibsons' classic P.O. W. board game. 

■ f j HEVERYNAMEColditzhasbecomesynonymous 
I with some of the bravest actions of World War II. 
I The German command believed the castle to be 

totally secure, out of roughly 400 escape attempts, al 1***1 
30 were successful. 

Th is is n ot perha ps so s u rprisi ng, consider! ng the ca I i bre 
of the men who were held there. Almost all had made 
escape attempts from other P.O.W. camps before being 
moved to the forbidding castle. These men saw it as a duty 
to escape, even if this meant putting their lives at risk. 

Major Pat Re id was one of those escapees, and also the 
ma n who h as do n e m ost to br i n g t h e bravery of his former 
in mates to the attention of the general public. He has written 
three books on Colditz (the firstlwoof which are included in 
this package as a single volume), acted as advisor on the 
*il m The Colditz Story and the long- running BBC television 
series, and devised the best-selling board game Escape 
From Gold itz . It i s o n t he la tte r th at D M S has based its ga me. 
Each gf the game's four P.Q-W.s begins in his quarters 
and is controlled in turn. The first task, isto explore as much 
of the casile as possible, finding out where useful objects 
are (mapping is essential if you are to make any progress) 
Obviously there are many places in the castle that are 
forbidden, and if you get caught somewhere that you 
shouldn't be you'll be confined to a solitary cell and have 
any equipment youaracarrying confiscated. Becausethis is 
always a real danger, it's best not to carry too many useful 
items at once - nipping into restricted areas, collecting a 
couple of pieces of equipment and then stockpiling them 
safely back in your quarters is the best strategy. 

While you prepare for escape you have to fit in with the 
daily routine imposed by your captors -this means turning 
up for roll calls and being back in your quarters when 
necessary. Exercise hours can be handy for exploring areas 
of the castle without so much risk of getting caught or being 
shot- 
Gat her the necessary equipment and you can attempt the 
escape. In some instances It's possible for one or two of 
your prisoners to make an early dash for freedom, but the 
best policy isto gather as much equipment as possible and 
then work out suitable escape routes for them all. 




► 73 



REVIEW 



ESCAPE 

FROM 

COLDITZ 

Digital Magjc 
Software 



PRICE £29 99 

OUT Now 

GRAPHICS 88% 

SOUND 73% 

PLAY ABILITY 85% 

VALUE 90% 

OVERALL 

84% 



PRICE £29.39 

OUT April 1990 



IBM PC AND 

COMPATIBLES 
PRICE £29.99 
GUT TBA 



'To aii 

Prisoners 

Of War! 

Escaping 

from 

prison 

camps 

has 

ceased to 

be a 

sport!" 



Taken from a 

German 

P.O.W. camp 

poster of the 

period. 



Q^ 



ALLOW YOURSELF to be Spotted while 
Straying into a forbidden area and you'll 
be subject to arrest (as indicated by 
flashing bars in Iron* of the prisoner' s 
icon). Should you Subsequently run Into a 
guard you'll be placed in solitary confine- 
menl lor a short period of lime while 
more serious escape attempts are ans- 
wered whh a bullet in the bach. The game 
ends when All of your men are either In 
■qIHhiy confinement... or shot. 
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ONE WAV OUT Is 

Simply to strqd 

straight through 

the gates.. Hidden 
somewhere it a 
guard's uniform 

(nice iH. isn't it), 

which Isn't much 

uh on Its own, 

but If yau can find 

the papers and 

pass.es as well 

you're home and 

dry. 
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ONE OF THE NICEST 

features ol the 3D 

system is the way 

buildings are only 

depicted until you 

walk behind them - as 

is demonstrated nicely 

by the disappearing 

hut. It you want to 

know how useful this 

Is try playing Ocean's 

T7te> Great Escape In 

which you heva to 

tumble about behind 

buildings without a 

Clue as to what's. 

going on, 
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TUNNEL VISION 

"SO MANY TUNNELS, and exits generally, begin at 
ground -level, that at Colditz, at least, it was almost a waste 
of ti m e to sta rt work i n the co n ventiorta I manner. If someone 
thought of a tunnel we examined the attics; if someone 
thought of escaping by glider {do not laugh! for one was 
made in Coldtti and istothisday,asfarasl know, concealed 
there), we started, if possible, underground! The short 
Laufen tunnel and the Colditz canteen tunnel began at 
ground -I eve I, although the entrances to both were under 
German lock and key. Clandestine entrances rose to the 
second-floor level in tl>& theatre escape; hove radon the first 
f I oo r wi th the snow tunnel ; the n rose to th e t h i rd floor i n the 
Dutc h v«?rt ical-5 h aft t u n nel , a nd n ow, t he French capped all 
by Starting iheir tunnel at the top of the clock-tower! 

Extract from The ^olditz Story by P.R.Raid, published by 

Coronet Books. 




AT FIRST SIGHT this might look like a run-of-thfMTiHI Of lag 
chapai, but wait,,, what's that light patch on [he door in the 
corner? It couldn't ba a lunnal anlranca could II? Well, grab 

yourself a pick-axe arid find out. 

PHj BECAUSE IT USES the tried and trusted 3D 
il rrwmetrte view to create the game world, 
Escape From CoWt? ca n hardlv tm d ascribed 
as revolutionary. Having said that, the way 
that parts of buildings disappear as you walk behind 
them is quite novel and the whole system works well 
enough, bar a vaguely irritating drop in speed when 
there a re a lot of objects on screen , M ost of the I ocati ons 
look a bit dull and monochromatic, but then the actual 
castle would have hardly been particularly plush. 
Sound, with the exception of a rousing title track, is 
limited to footsteps and other occasional spot effects. 
However, it's in the game play that Escape From Colditz 
will reward patience. Initially you'll find yourself getting 
caught or shot frequently, but once you've managed to 
map a few rooms and learn the guards' patrol routes 
you'll find that there's a lot to enjoy, The castle is huge 
and as accurately mapped as it could be using the extant 
documentation. If you re looking for en absorbing long- 
term challenge, then this is for you. 

WHAT DIFFERENCES there wilt be between 

the Amiga and ST versions are still not 

certain. The major disparity will be in the 

scrolling: DMS says that a full scroll would 

slow the game down too much, so a 'burst scroll 'or hip 

screen may have to be implemented- No STE specific 

features have been planned as yet, 

DMS IS cfrtainly planning a PC vemon, 

III ftj but work hasn't started as yet, so details are 

ji* scant. 
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REVELATION! 

"So what's in the box then?" 

> 88 levels of pure safecracking pleasure 

• A new combination of compelling puzzle/arcade 
gameplay 

■ lor 2-player action 

■ Password entry system 

• Secret bonus levels 

• A wealth of Powerups and Special Game Features 



• Joystick or keyboard control 

• Includes a Matt Furniss soundtrack 

• Features unique atmospheric graphics 
Pit your wits against the clock in this revolutionary 
new approach to computer entertainment. Easy to 
learn, impossible to leave and guaranteed to hook 
you, REVELATION! has what it takes to keep you 
coming back for more - REVELATION! - all computer 
games are not the same. 



MARCH 
1991 



Krisalis Software Ltd, Teque House, Mason; Yard, Downs Row, Moorgate Rotherham, S60 2HD 




IN THE ORIGINAL game, falling down waterfalls meant an early grave for Mr T: in the sequel (hey tart often 
hide vast underground caverns such •■ this, patkAd with extra live*, secret bonuses and, inevitably, gangs Of 
marauding pliers, Be warned though, only trial and (fatal) error will help you distinguish the traps from the 
treasure stores, 



TURRICAN AND HIS 
AMAZING 

HAND-HELDS 

aURRICAN IS EXCEP- 
TIONALLY hard when 
armed with his hand-held 
hardware collection. Many of Ihe sexier 
wea pon she used to def eat M org ui have 
been retained here: spray shot, beam 
weapon, laser fire, shields, and the 
Ovoscope (now with the ability to lay 
bombletsh The fun doesn't end there 
however: most weapons come with 



multiple power -ups with animation 
frames to boot, and there is a new 
collection of goodies, for blast fans to 
drool over. 

GYROSCOPE 

Mr T's clever baa of tricks includes the 
ability to transform himself into a 
spinning disk of death that deals 
destruction to all Put the meanest 
enemies, Capable of laying unlimited 
bomb-ettes in its wake, it is (unfor- 
lunatelyt in short supply. 

ENERGY BEAM 

This is actually two energy beams 
which emerge- from some unknown 



place in 1 urncan's nether regions and 
clear the screen of anything that isn't 
landscape. 

SHIELDS 

Limited, but they provide invincible 
cover against all aliens. Only accessed 
via pick-up icons. 

SMART BOMB 

Anoiher 'pick-up only' weapon, this 
wipes out everything on screen with a 
mighty flash and rots of shaking effects. 

LASER 

Not one, not two, but five lasers in one. 
A weapon much appreciated by all who 



love the smell of roast Xenomorph in 

the morning. 

SPREAD SHOT 

Threegrades of simple shot one-way, 
three-way and five-way - help refresh 
the alien parts the laser cannot reach. 

SURROUND BEAM 

In its former life this was a Lightning 
Weapon. This is a wuch more powerful 
(five upgrades instead of two} and 
much more controllable version. 
Extremely handy when the bad fluys- 
are closing in, its only disadvantage is 
the brief time it takes to charge up the 
batteries. 
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THERE ARE 11 end-of-levei aliens lurking 
In Landorin' i landscapes and, wild a 

couple Ol hart-baked exceptions, they are 
a gruesome bag o1 bug-eyed heasts More 
iriielligeni itian their predecessors in 
Morgul's domain, they relate lh#k 
behaviour to your actions: keep still and 

you'r* Plkoly to be trampled Or Iried wilhin 
seconds, You'll need more than deft 
footwork and nifty tactics to defeat them: 
only plenty oil eJf1r.fi lives and steely nerves 

will heat those Game Over blues, 




BOUNCE BOMBS 

Tu mean's new weapons cupboard 
contains weird energy pulses, which 
split and bounce off the landscape. 
■dR*jl for light places such ascaves, but a 
bit useless in wide open spaces since 
they are virtually uncontrollable. 



MEG A WEAPON 

The ultimate tool of destruction, the 

Wegawoapon is a combination of 
bombs, Gyroscope., spray fire and 
beam, It lasts for longer than you'd 
expect, but the results aren't alway: 



satisfying. 
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HAVING QUASHED all alian resistance and a giant metal 
monster, Turrican la transported into three stages of parallel 

scrolling shoot 'em up. The first is fairly simple- a 

Scramfj/e-slyie landscape terminating in an eyeball-spirting 

liBrid. The second features a vicious maze, on* of the toughest 
mother aliens In any blaster and some impressive 
multidirectional scrolling. The beat is saved until last however: 
a high-Speed lurch through a maze of tunnels the quality and 
' of which you're unlikely to see outside an arcade. 



Anything Gordon Houghton can do - 
Turrican 2. 

■ ■ | OT CONTENT WITH wearing the title of Hardest 

I ^ I Person in the Universe after he wiped the floor 

* ^ * with Morgul and his minions, Turrican has taken 

time out from his whirlwind social schedule to come back. 

for another bout of dicing with injustice. 

This time he's come to the aid of a sad little planet called 
Landorin, Its inhabitants made the mistake of inviting a 
gang of manic machines round for dinner: the machines 
took a fancy to the planet, forced the entire Landorin 
population underground and started throwing violent 
parties, 

Luckily, one Landorin citizen managed to sneak to a 
transmitter and send out an SOS - and Turrican was 
listening. Our hero immediately, Turrican donned his 
favourite shiny metal enviro-suit, leapt into his spacecraft 
and whizzed across the galaxy in the time it takes to crush a 
bag of nuts 

Five worlds of excitement, big guns and alien blood lie 
ahead. In terms of intelligence, the machines are grorv met 
a n d s pa rk pi ug s, a bove Morg u I a n d h is h orde, and t he planet 
is packed with more traps and surprises than anyone with 
an ounce of sense would ordinarily tackle 

But when it comes to annihilating xeno-tyranny, Turrican 
is just too hard to say no. 



ONE OF THE GREAT features of the original 
Turrican was the freedom to explore every 
level: you could complete the game simply 
by seeking out the extra lives, avoiding many 
tougher aliens and ignoring the game's 
intricacies, or you could try to sotve every puzzle, 
annihilate every alien and find that last hidden block. 
Turrican 2 features the same superb balance between 
doing what you want to and having to complete each 
stage within a time limit - and much more. As well as 
some of the harderopponentsfrom the first game, there 
is a vast array of tougher and smarter aliens on every 
level. There are tricks and traps everywhere - 
disappearing floors, hidden platforms, concealed 
bonuses - and you could spenddaystrying (of ind all the 
sec rets, Th e se neat touches are typi ca I of the attent i on to 
detail throughout: gusts of wind force you backwards or 
help you jump, you can almost feel the weight of water 
forcing you downwards in a waterfall and certain 
weapons won't work in certain environments. This 
subtle variety means that every level has its own 
atmosphere and unique spot effects. This is reinforced 
by t he excel lent graph ics : fantastic a n i matio n , a bri 1 1 i a n t 
use of colour and shading and, in the shoot 'em up 
sections, Incredible speed. The music and sound effects 
more than match this quality: complementing the 
individual soundtracks for every stage there are 
different spot effects for every single different weapon 
type including all five lasers and sampled speech for 
t h e pick-ups. Th i s is easi ly one of t h e best shoot 'em u ps 
to date and could sit quite happily in any arcade - the 
only game that comes anywhere near is the original 
Turrican, Don't miss it, 

■H ALTHOUGH IT WILL FEATURE slightly fewer 
[*"• ■colours and special effects than the Amiga 
^*J I version, in all other respects the action 
■l^kfl should stay the same. 




H3 



RAINBOW ARTS' BOX of programming 
tri cks h as n r t y et been tried for Turrican on the 
PC, and this is unlikely to change in the near 
future. 
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Flight sim fans know who 

does it best - and F15 II is 

our best yet ! 

At MicroProse we're pleased that our 
flight simulations are acclaimed as the 
best technical products around. We're 
proud of F-19 Stealth Fighter, Gunship 
and Knights of the Sky, for they 
accurately recreate every aspect of real 
life piloting, from the highs to the lows. 

Now we're having fun with F-15 Strike 
Eagle II. A fighter pilots dream, as it is 
pure action all the way. Using the great 
3-D graphics, real- world mapping and 
technical specifications of a supersonic 
jet, it puts the emphasis on flying and 
firing, dogfighting and duelling, shooting 
down and blowing up. 

All the options you'd expect from 
a MicroProse flight sim care there 
- combining to give hundreds of 
different missions - but In-flight 1 
you're left to concentrate on your 
'stick' and your 'fire' button.,. and 
staying alive. 



The fact that there's plenty to do 
makes F 1 5 II one of the most exciting 
simulations around... on screen 
presentation is brilliant the graphics 
are utterly superb... it's certainly the 
most realistic 3D effect yet seen on a 
flight simulation. 

C&VG 93% 





F-15 Strike Eagle II is 
already available for 

IBM PC's and 
compatibles, and is 

conning soon for 

Commodore Amiga 

and Atari ST 
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In the war to end all wars, 
one Air Ace stood out 
from the crowd. But even 
this reputation isn't 
enough to deter Paul 
Presley from taking off for 
the dogfight of his life. 

ETWEEM THE VE ARS of 1 91 6 and ' 1 8, no sig ht was 
| guaranteed to strike fear into the heart of a voting 
pilot more than that of a solid red Albatross D.ll 
arcing out ofthesky. This awesome scene sural v meant that 
Manfred von Richthofen, the fearsome Red Baron, was on 
his tail, aiming for another kill. 

There has been a wealth of WWI flight simulations 
released in recent months, but American developer 
Dynamise reckons that its innovative 3Space graphic 
technology (previously seen \nA-10 Tan&Ki/Jeranti briefly 
in David WoSf: Secret Agent) will best bring to life this 
turbulent era. 

Alongside the standard flight simulation and combat 
aspects. Red Baron a I so f eatu res a cast of 2B different pla nes 
and attempts to recreate the combat intelligence and 
personalities of all the major flying Aces of the time. 








RED BARON 

Dynamic 



EACH COCKPIT CONTAINS everything (hat would haw b**n lotmd In your clwnn al rerafl it Ihe 
ttma. Early malaria of madam liwtnmwrtt* IpVSlud* tha artlllelal Horizon (simply ■ ball bearing In a 
curved groovi) and ma criminal Haads Up DltplHy (a rixad circle wllh ■ ensaa mounted Ilka • car'* 
Itood or nairwntj. 



IBM PC ANO 
COMPATIBLES 

PRICE £39 99 

OUT Now 

GRAPHICS 83% 

SOUND 88% 

PAYABILITY 89% 
VALUE 



OVERALL 

91% 



AMIGA 

PRICE 
OUT 



TBA 
TEA 



ATARI ST 

PRICE TBA 

OUT TBA 




Well it is 

quite 
simple, t 
fly dose 

to my 

man, aim 

well and 

then he 

falls 
down. 

Oswald 

Boelcke, 

German Air 

Service 

Instructor 



THE AERODROME la where yoti atari your career aa a pilot In In* Air 
Corp*, and wh#r» you will mo*l llkary and it aa wall. Al Ural you're limply 
a wfngman wllh ,-our tquadron, out pro™ -your worth and yov may aoon 
start leading a group ol your awn. A ntea reward lor tupwrlor plloi* Ea Ilia 

chance Id- own (and personalia*) your own plana. 



SINGLE MISSIONS offer avarylhlng lrom oaHoon-buatlng la attaching i 
whole squadron. Till* it alio 1r» aaaiaxl way lo gal into lh* gimo. 
allowing y* u ' & cualorniaa tha option* and AMItullle*, making youi 
progreaa into- Ihe air a amoolh and fairly urrtr ouMed ana. 



WWI ACES are detailed through a digitized 
^holograph, a brlal summary ol Iholr caroar and 
a look at lh* lypaa ol plana* llrey flaw- Taking to 

lh* ikma » 3 aln»t th»m If n& rnuy miller, » aa£h 

ritat In hit own elyle (hhatarleally accurate, 
apparently) and know* aiaetly what has doing. 
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THE MISSION 
RECORDER 




THE TECHNICAL BUFFS amongst ynu gal ■ chanC* In lake a del Ji lad 

toali a', each d th» nline-i while they'fe resting in the hangars. Full 30 
milling ic oHarad aa- well is a short summary of ih> aircraft's history 



ONE OF RED BARONs most intriguing 

features ta its Mission Recorder: 

essentially^ way ofreeording a mission 

in-flight, then modifying it once back at 

base, Having flown and recorded the 

mission, you then rake the tape back to 

the 'editing room', play it back, cutting 

together different viewpoints (both in 

and around any and all of the aircraft 

involved! to create your own WWl aerial 

movie. Full editing facilities are 

available, including fast forward and 

rewind controls, white directing the 

action is made even easier by the facility to enter the playback and change the action. Should one of 

the planes die prematurely, you can stopthe action, rewind the tape, enterthe plane and fly out of the 

way, culling the new tape together again, Budding Stanley Kubricks have never had it so good. 
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Channel 
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Bfcf-tincoyrt,, an Allied, aerc-droMft. CiH^srvt 
station o-F No.3 Squadron. 



AS WELL AS 
CHECKING through 

ths lormationi and 
details 01 each 
mlaalon. it a tjsat lo 
checK out the currant 
map of the araa *o as 
10 avoid flying dinn:1 ly 
ovw an anamy bv« 
emoiai;«iivn-nr and 
being ripped to- ahrad* 
by Mat, 



HO COHTEMPOBABJY 

simulator can be 

complete without a 

number or external 

uiKwpuints - and even 

haft Had Baron is no 

ordinary flight 

simulata-f. As wall as, 

hilly rotating caman 

viewpoint*, you can 

adit » lew* together lo 

make an exciting 

battle record Is** Tha 

Misawn Htcordet}- 





■HB WHILE OTHER flight simulations provide a 
|i|J 3-D landscape that feels like a 3D landscape, 
I ajJ «M Dynamics has created an environment that 
■kaaaaaaaaaf actually feels like a real world. But as wall as 
somewhere convincing to fly around in, Red Baron also 
offers somewben convincing to fly around in. The 
amount of background and in-game detail ' s impressive, 
as is the way it's all presented: digitised photos of 
hospitals, aerodromes., planes and pilots conjure upthe 
spirit of the Great War, while the manual's historical 
overview makes for interesting reading. The ability to 
enter a single dogfight, fly a single mission or enact an 
entire career in either the Royal Flying Corps or the 
German Air Service, backed up with the option to alter 
everything from the controlsof your plane to whether or 
not the sun shines in your eyes really offers something 
for everyone, However, all of this icing wouldn't be 
much use without a good cake underneath - and it's 
here that Red Saronismost tasty of all. The3Disamooth, 
the action is fast and the controls are perfectly balanced 
between real i st i c and user-friend I y . A trip I a ne feel s I i ke a 
triplane. a biplane feels like a biplane and a boxy 
framework kite with a propeller feels like . . - wall, you 
get the drift. Add to this the option to record each 
mission on camera and playback from whatever angle 
you choose and: you soon see what makes Red Baron a 
truly excellent simulation, worthy of any Ace. 

A CONVERSION is currently being worked 
on from the 'IBM 'compatible original, but it's 
still early days and no details are forth- 
coming, Expect an update in the not too 




tFi4 Wdr\ How*L"«r,> it's? a tncfcy 



distant future. 
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UNFORTUNATELY this one is lagging 
behind even the Amiga version. Once again 
we'll bring you more news as we get rt. 



TS HARD TO BE A 
WHEN YOU'RE ONLY 4'6 



Among other'thing*,y°u!ll need to: 

# Sedate some.pljanha po'odfes. £-. ' 

# Burglarize, thv.govf.rnoi 'i 
mansion.jf M Jf "7V 

y # Figure out whether the. Fut 

vuoduo.piiesless wili possess 

" youfnibber chirkr.n, smeiiy fish, 

or your pack of breath mints i! 




The Secret of 






If the brigands <Jcm'tgrab you, the 






graphics Willi 1 

• Pomi rt'^/cfc Interface. 

# Sound eflferf s. backed by a 
captivating calypso and reggae. V 
music trac*. . / i JT, 

256 colour graphics {VGA), j 








Available on: Atari ST, Amiga and 

IBM (EGA, CQA, VGA MCGA), 

Ad Lib, Roland, MT. 
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Krisdlis 



THE ONE 



MAR CHI 991 



AMIGA 

PRICE £1199 

OUT Now 

GRAPHICS fiO% 
SQJND 81% 

PAYABILITY 87% 

VALUE 83% 

OVERALL 



86% 



PRICE 
OUT 



£1999 

Now 



IBM PC AND 
COMPATIBLES 

PRICE £24.93 

OUT Now 



P^^WI ITH SIMULATIONS evollobla for jusr aboui evnry 
1 " 1 " 1 cunt. livable udivity, if was only a matter of lime before 
L^^fl tomeone came upwrth aversion of safecracking, erm... 
maybe. 

Anyhow, that's exactly who! Krisolis hPS done with this 
fast-moving punks game. Revelation* bears a passing 
resemblance tothat Hungarian brain-boggling toy.Rubik's 
C I ock The o bj e ct here i s to m a n i p u I ate a ser i es of co nneeted 
tumblers in an attempt to line up the coloured edges on the 
wheels and unlock a safe mechanism. 

The wheels works little like magnets — with like-colours 
repelling each other. Therefore, rotating a wheel is simply a 
matter of lining up two identical colours. The problem is 
that, because the wheels are interconnected, moving one 
causes a chain reaction upsetting all the positions you've 
carefully set up before. 

This, i n turn, wo u i dn 't be a problem if yo u h ad al I the time 
in the world to ponder the dials and determine how they 
affect each other, but each level has a rather severe time 
limit -take too long and you'll end up assisting the police 
with their inquiries. 

The persistent 
villain does even- 
tually get his 
reward though; a 
limited amount of 
time to open as 
many safety 
deposit boxes as 
possible - crime 
doesn't neces- 
sarily pay even at 
this stage how- 
ever, as only 
some of the boxes 
contain val u- 
■MH, 





THE PRINCIPLES behind safeeraekTrtg are simpl< 

colours, thus turning the wheels and activating the locks. The problem is that adjacent 

wheals activate each other loo life's a bitch! 



R evelation! 




There's 

nothing wrong 

with playing safe. 

Ask Laurence Scotford, he's just got 

cracking with the latest from Krisalis. 




WHILE YOU'RE BUSY hddling with 
(umblers, a variety ol useful power-upB 

Hash up on the screen. These provide 
everything from extra lime to a pause 
facility, provided you grab them quickly 
enough. Another useful aid ia the 
provision of locks. When collected from 
safety-deposit boxes these can be used lo 
fix the position ol wheels, preventing 
nasLy chain reactions, 




THIS IS YOUR reward, where you get to u» your leftover lime 
to open as many oo^es as you can so the quicker you finish 
the level, the more you score. Noi all of (he boxes contain 
valuables though, so It's still possible lo finish a level and come 
away empty handed. 




MAGNETIC MISERY! 

THE SAFECRACKING ASPECT may now seem obvious, but Revelation! began life as a completely 
different game in which a Steel ball was manoeuvred from one side of the screen to the other using 
magnets. While initially being pleased with themselves for modelling the physics so accurately. 
K r i s a I i s soon discovered that it h ad d one s u ch a good j ob that eve n t u a 1 1 y the mag n atic fields of a 1 1 of 
the magnets caused them to become aligned in the same plane - not very handy for a puzzle g a me [ 
The only solution was to abandon magnetism and turn to the safecracking mechanism instead, 
which is not such a bad thing considering how well the final game plays. 



THIS ISONLV the latesiin a veritable army of 
arcade-style puzzle games which have 
emerged since Tetris started ttie blocks 
falling. And while it might prove to be 
initially frustrating as you twiddle endlessly with the 
tumblers and gel within one move of finishing (only to 
muck everything up again), Revelation/ soon gets you 
hooked and it's only a matter of time before you acquire 
a successful technique. An interesting aspect is that 
since one move can cause so much to happen, it's 
possible to finish a level without knowing quite how. On 
the down side though, this does mean that just because 
you've done a level o^ce, it's not certain that you'll be 
a ble to do it ag ai n , However, !h e i n elusion of & passwo rd 
every 10 levels prevents you having to play through 
early levels unnecessarily. For a game of this type the 
presentation is very attractive, and that goes for the 
in game graphics as well as the opening animation 
sequence (inspired by the work of professional animator 
Tony White), There's also an energetic Matt Furniss 
soundtrack to complement the lot- If you've been 
impressed by the likes of Atom ix. Plotting and Puzznk, 
o r s pend a II day play i n g W ith Flu bik Cu bes or C I ocks, ih a n 
you'll probably find Revelation! an enjoyable and 
worthwhile experience. 

IDENTICAL IN every respect to its Amiga 
cousin, except that the samples give way to 
chip-generated sound. There are no extra 
STE fet, :ures incorporated (but then again, 
who needs 'em!). 

^^^^1 NOW HERE'S A pleasant surprise. This 
111 U version has been developed concurrently 
||^l* I with the other two, and supports CGA, EGA, 

MHbH and VGA cards (so it's only you poor 
u nf ortunate H a rcu les owners who lose out). Ai so, rather 
more palatable sound is provided for owners of 
Ad Lib-corn pa lib le hoards. 
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Powerplay 92% Generation 4 96% The One 93% T.G.M 95% 



Sid Meier's 



PBW RAILROAD A ■ 

IVcooN 



H^L You control every aspect of your Railroad's operation. Every 
choice you make affects the world around you. Change your 

Railroad - Shape a Nation. 



Set in the golden age of Railroads, 'Tycoon' 
gives you complete control of the economic resources 
of the Industrial Age, and the commercial struggles 
which thrust the world into the 20th Century, 



wssl Determine the fate of towns, the prosperity of 
businesses, the success of entire Industries. Select the 
types of trains which will run on your Railroad, 
determine their schedules and designate the kind of 
cargo they'll Carry. 



-,. Overcome natural hazards such as Storms or 
floods, or man-made catastrophes such as labour 
strikes and rate-wars, Other tycoons are determined 
to crush you or brush you from their path, and you'li 
have to outmanouevre them whilst operating your 
railroad and dealing on the stock market All these 
decisions are set against the ever ticking clock of 
history. Trains improve, cities grow, industry alters. 
Every change brings a new decision - every decision a 
new change. 








^4 GOLDEN 


AGE GPjr- 


\ &im , mwi 
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THE CONDON TIMES 

fc!E . liHBk 



ibor Violence! 
titla Called Out* 

scission Feared. 



l^siLThe only thing more powerful than your 
locomotives is your drive to shape the nation. Your 
ambition. Your control. Your Railroad. 

"At the very outset, you're irresistibly drawn into 
the action, and within minutes you begin to 
swiftly climb a horribly steep exponential curve of 
addiction. Put simply, Railroad Tycoon is an 
absolute classic" 943 ACE Rated. 

Railroad Tycoon will sex in be available for your 

Commodore Amiga and Atari ST. Already published 

for IBM PC Compatibles. 

/rfiUKQ PROSE 







Big business, lough decisions. Excitement, challenge and compelling 
attention to detail. 'Railroad Tycoon' now delivers an entire era to your 

Commodore Amiga and Atari SX 
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DOUBLE DRAGON 

• 16-Blitz Plus 

• Amiga/ST/PC 

• £7,99 

THERE CANT BE many of you out 
there who don't possess a Martial 
Arts game of one variety or another, 
And this, another conversion of a 
classic coin -op. is one of the more 
playable of the early con lenders. 

The first of a series featuring the 
Brothers Lee, Double Dragon sees a 
gang of thugs, The Black Warriors, 
kidnap Billy's girlfriend Marian, and 
that makes the boys real mean... So 
what do the dynamic duo do? They 
head off into the city clobbering all and sundry with progressively more vicious weaponry 

Double Dragon is a lot more accessible than many Martial Arts games in as much as it's 
possible to learn the moves rather than just waggling the joystick aimlessly, but it is marred 
slightly by the appalling sprite design and the flat backgrounds. Having said that, what was a 
fair buy at full price becomes a reasonably good one now, 

*•• 
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Laurence Scotford delves into the 
pile of recent budget releases and 
finds some classic shoot 'em up 
action and more. 



ARGAIN HUNTERS WILL be .pleased to hear that 
this is but the first in an occasional series 
looking a I 16-Bit bud gel releases. Over the 

coming months we'll bring you mini-reviews of some of 

the releases from Ihe ever-growing number of 16-Bit 

budget labels. 
To help you decide exactly which game warrants your 

parting with a fiver (or morel we've introduced a five-star 

rating system. 

••*** Excellent 

(Deserves to be part of anyone's collection) 

**** Good 

(Probably worth buying if you don't already own it) 

++* Average 

{Worth acquiring if it looks like your cup of teal 

** Poor 

(Oh dear., this isn't really up lo scratch) 

• Dire 

[Nobody's that desperate} 

This month we kick off with games from Digital 
Integration's budget label, Action 16, and Mastertronic's 
16-Blitz. 









:CMO'S CLASSIC horizontal shoot, 'em up had a Ions 
blast in the arcades - and there are still machines to be 
found if you look hard enough. This popularity was 
mainly due to an unusual two-player mode - one player 
controls a helicopter, the other a jeep - which gives the 
game some variety on the tactical front. 

Another innovation was the introduction of the Goose 
(a conglomeration of mechanical pieces which is only 
vulnerable in the neck, and which leaves a power-up 
when destroyed), and the combination shields and smart 
bombs. 

Surprisingly, for a complex coin-op, the conversions 
(by Random Access) are superb and actually do justice to 
the original machine. 

Unusually, 
Silkworm is a 
little faster on 
the ST, but the 
latter is probably 
more balanced. 
Now that 

Silkworm has 

been resurrected 

(after a fashion) 

with the re lease 

of SWWiseottie 

review on page 

58), this is an 

ideal opportunity 

to get back to 

this classic 

blaster's roots. 
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COLORADO 

• Action 1 6 

• Amiga/ST/PC 

• £7.99 

DIGITAL INTEGRATION'S Act ion- 16 
Budget range has been billed as 
maintaining a philosophy of quality 
rather than quantity, in which case I 

Fail to understand why, unlike the 

16-Blitf products, games like 

Colorado are presented in a tacky 

white, empty-looking box with a 

single, poorly reproduced leaflet in 

place of a proper instruction 

pamphlet. That quibble aside, on to the game. 

Colorado is a relatively recent Silmarils strategy/action game set in the Wild West. You're a 
down-on -your- luck trapper, taking part in a run-of-the-mill beaver hunt when you come across 
a dying Indian. He promises you lhat if you that if you give him a warrior's burial and then 
fallow a map he gives you, you will discover untold riches. 

This is basically an excuse for chaining a few action sequences together, such as side-on 
combat and a 3D canoe sequence (which is undoubtedly the best section). It has all been put 
together competently enough, but somehow the whole feels a bit insubstantial, and totally 
lacks atmosphere., which is essential for a game of this type (a problem not helped by the 
tedious disk accessing I. 

Colorado is worth a look only if you are very keen on this sort of conglomeration of simple 
sub-games. 

** 

GEMINI WING 

• 16-Bhtz Plus 

• Amiga/ST 

• £7.99 

THE CONVERSIONS of this Tecmo coin-op are a bit hit and miss. The most 
interesting aspect of this vertically scrolling shoot 'em up is the method in 

which power-ups are used. They come in the form of gunballs - tiny 
spheres which trail from the rear of your craft. In two-player mode it's 
possible to steal ■gunballs from the Other player, which adds an extra 
competitive dimension to the gameplay. 

Otherwise there's nothing here you haven't seen a million times before 
- but it would still add up to a pretty reasonable shoot 'em up if it wasn't 
for the fact that, as the name implies, it has been designed with two 
players in mind, and the difficulty level is set for two players, even in a 
one- player game, 

Having said that, expert shoo! r em up addicts will probably find it a 
reasonable challenge, and the sticky gameplay is made up for by a brilliant 
soundtrack, 

*•• 



XENON 

• 16-B!itz Plus 

• Amiga/ST/ PC 

• £7.99 



THE GAME THAT put the Bitmap Brothers on the map, 
this is described, quite rightly, as a 'strategic shoot 'em 
up'. Essentially, the action is of the traditional vertically 
scrolling 'shoot everything that moves' variety, but 
interest is added by the player's craft - a sort of digital 
equivalent of a Transformers toy - and the division of 
the playlield into high and low areas. 

To begin with the craft is land-based and can only 
destroy other land vehicles, but a quick wiggle of the 
joystick causes it to transform to a more traditional 
flying craft, allowing you to take out other flying ob|ecls 
and the gun emplacements set on the higher level. The 
action is enhanced with a - nowadays more familiar - 
sprinkling of power-ups and add-ons. 

When it first appeared. Xenon set new standards in 
shoot 'em ups and introduced features which have been 
'paid tribute to' ever since. This is an absolutely 
essential item for the definitive software collection. If 
you don't have it already - get it now. 

• **•• 





GRIDRUNNER 

• Action 16 

• Amiga 

• £7 99 

JEFF MWTEH MADE a name for himself during the BOs by introducing 
Llamas and psychedelia (20 years too late) to entertainment software, 
Gridrunner contains some classic examples of both. It's a shoot 'em up 
based, not surprisingly, on a grid infested by a veritable menagerie of alien 
ifefcrms. 

Protecting the grid is your ship - an unusual craft in that it operates in a 
manner similar to the old coin-op Moon Crests: its weaponry includes a 
detachable power module that can either be moved with the ship or left 
stationary in one part of the grid. This means that the 
power module can be dropped off to finish one group of aliens while the 
main ship zips off to meet another threat. 

Gridrunner looks quite dated, and 
is a little rough around the edges, 
but it is very playable and more than 
a little addictive. If you like lots of 
sound, lots of colour, and lots of 
action you'll love it, 

*•• 
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GET SHIRTY 

Why not put the winter weather 
behind you, focus your thoughts 
on the summer and pick up the latest 
item in The One Clothing Collection - 
the super stylish The One t-shirt. It's 
what every dedicated 16 bit 
enthusiast will want to be seen in this 
year! The t-shirt has been exclusively 
designed by The One's own art editor, 
Gareth 'Armani' Jones and is 
available in sizes small, medium and 
extra large. At the bargain price of 
only £5.99, it's surely a fashion 
accessory that no The One reader 
can possibly be without! 

There's no better way of keeping your copies of 
The One in pristine condition, than in your brand 
spanking new binder. Available for a mere £5.99. 

THE ONE BINDER ► 

Order without delay, 
Simply complete the 
form below enclosing 
your postal order or 
cheque, made payable to 

EMAP IMAGES 
MERCHANDISE 

and send it to the 
following address 
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PC WISE, UNIT 3, MERTHYR INDUSTRIAL PARK, PENTREBACH, MERTHYR TYDFIL, MID GLAMORGAN, WALES CF48 
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shirt £5.99 SMALL <-J MEDIUM U EXTRA LARGE 



LJ MEDIUM J 
The One Binder £5 99 U 




I enclose a cheque/postal order for £ made payabte to EMAP IMAGES 



Name; 



Address: ... 
Po&t Code: 



'Ji! prtces fnctuite txi'ige. paJkyif nut VAT} 



Please send your orders to; 

The One MERCHANDISE OFFER 

PC WISE UNIT 3, MERTHYR INDUSTRIAL PARK, 

PENTREBACH, MERTHYR TYDFIL, MfD GLAMORGAN CF48 4DR 
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"The art 

of war is 

of vital 

importance 

to the 

state. It is 

a matter 

of life and 

death. A 

road 
either to 
safety or 

niin. 

Hence it is 

a subject 

which can 

on no 

account 

be 

neglected. " 

Sun Tzu 
The An of war 



In this, the first of a short series on the 
development and use of military tactics, Warn 
developer Matthew Stibbe gives a brief insight into 
the art and practice of strategy. 
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n ancient Creek strategy means the art of the 
genera!'. In the most basic terms, strategy 
means the planning and genera! direction of 
military operations. Tactics, on the other hand, is the 
implementation of strategy on the ground Carl von 
Clausewitz expressed the difference in this way; "Tactics 
is the art of using troops in battle; strategy is the art of 
using battles to win the war." 

The meaning of the two words has changed throughout 
history, as warfare itself has changed. Nuclear weapons, 
mass ideologies, total war, and the emergence of the 
nation state have changed the nature of warfare, but not 
of strategy. 

Grand strategy still embraces the practicalities of 
combat, international relations, location and use of 
resources, power projection, conventional and 
unconventional conflict, Geopolitics, grand strategy, 
strategy, and tactics blend into one another. 

THE PRINCIPLES OF STRATEGY 

Sun Tzu dcsctibed the five, somewhat eccentric elements 
of war that he considered vital: 

• The moral law 

• Heaven 

• Earth 

• The commander 

• Method and discipline 

Napoleon, on the other hand, had 1 15 'rules' of war, 
while the American civil war general, Nathan Forrest, had 
only one: 'Get there firstest with the mostest." 



Figure 1- The Atlack ■ Penetration 
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FHONTAL ATTACK/penetration against a prepared defensive 
position. An example qf this is Montgomery's attic* op Caen in 
19M 



The reality of war is still the same as it was when 
Thucydides wrote of the Felopennesian war that: "The 
strong do what they have the power to do, and the weak 
accept what they have to accept." 

So how is this naked reality of brute force translated 
into action? 

Strategy can be broken down into several 
considerations: the offensive, surprise, unity of command 
economy of forte, mass, manoeuvre, logistics and 
training. The objective can be military or political. In 
World war II, for example, the Allies' military objective 
was the invasion of Germany and their political aim was 
Germany's unconditional surrender, 

The offensive allows the attacker to seize the initiative 
and choose his objective The trench -bound defensive 
stalemate of WW| prevented any initiative on cither side. 
Only the tank broke this and allowed the French, British 
and American troops the chance to resume an offensive. 

Unity of command is essential to the effective conduct 
of operations. All modern armies in the twentieth century 
have sought a unified and rational command structure, 
Wars and battles cannot be won by committees, nor by 
tyrants. 

Economy of force ensures that 
troops and resources are efficiently 
employed. The German blitzkrieg was 
successful in 1940 because of 
France's 'Magi not' mentality (the 
French, misguidedly, pur all their faith 
in the Indestructibility of the Maginot 
line, an armoured wall between 
ihi-msclves and Germany - the 
Germans overcame this by simply 
attacking through Belgium). 

The Blitzkrieg philosophy held that 
maximum force should be 
concenttated on the schwerpunkf 
(the point of maximum impact 1 by 
manoeuvre, Logistics and training 
help to ensure that missions can be 
carried out effectively. 



TACTICAL INTERPRETATION 

How are these general principles translated into military 
reality? New technology and weapons have not altered 
the classic manoeuvres. Some of these are penetration, 
envelopment, 'defensive-offensive', and flanking/turning 
movements. 

Envelopment is the most basic, short of piling in and 
killing everyone in sight. It involves holding your centre, 
while parts of your force manoeuvre round one or both 
flanks of the enemy, to threaten his line of retreat and 
communication. 

Examples of this are Rommel's attack at Cazala in 
1942, or Lee's battJe plan at Chancellorsville in I8b3 
during the American Civil War, As with most 
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"War is all 
hell " 

Gen, Sherman 
June 19th 1879 



starting 

and 

waging 

war it is 

not right 

that 
matters, 

but 
victory. " 

Adolf Hitler 
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ENVELOPMEN170UTFLANKING 
manoeuvre (b*tow) - u used In the WWI 
battle of Kur*k. 



Figure 2. Flanking ; Enveln-pmenl 




manoeuvres, the object of this operation is to attack the 
enemy where he is weakest. Nowadays, the use of 
airborne (or 'hclibornc') troops enable envelopment to 
take place without physically moving through the enemy 
front line, but moving over it, The airborne assault on the 
bridge at Arnhem (the famous Bridge too Far') is a 
classic example of airborne envelopment. 

Seaborne amphibious invasions, such as MaeArthur's 
at Inchon during the Korean war. are another means of 
envelopment. Similar to this kind of flanking manoeuvre 
is ihc defensive/offensive manoeuvre: this essentially 
involves attacking from a strong defensive position. The 
battles of Crecy (1346} and Agincourt (1415) ate 
examples of this kind of move, as is Napoleon's gambil at 
the battle of Austerlitz in 1305, 

THE DEVELOPMENT OF 
STRATEGY THROUGH HISTORY 

|ust as the Mediterranean was the cradle of civilisation, 
so it was of military strategy. Phillip II of Macedon 
(382-336 BC) combined infantry, cavalry, and archers 
into a trained, manoeuvrable and organised fighting 
force. His son Alexander (356-326 AC) inherited his 
fathers military genius, Tine army, and strategic flair. A 
famous story relates that he wept for days when he 
learned that there were no more worlds to conquer. 

The Pelopennesian wars, documented by Thucydides, 
was the first long war between nation states, and perhaps 
the first 'world war', Julius Caesar records bis conquest of 
Western Europe in his own book. The Gallic Wars, 

After the organisational and military genius of the 
Romans, mediaeval warfare oscillated between the 
offensive - by mounted shock troops - and the defensive 
(particularly the building of stone castles) . The wars of 
Genghis Khan, and the crusades into the Holy Land give 
stunning illustrations of both. 

THE INVENTION OF GUNPOWDER 

However, the invention of gunpowder changed 
everything, as military strategy liad to adapt to 
incorporate this new deadly weapon. 

Gustavus Adolfus, King of Sweden, has been called the 
father of modern tactics because of his choreographic use 
of blocks of troops, and mounted dragoons on [he 
battlefield His was the first modern European army 

to be made up of trained professional 
soldiers, 

Hence, the wars of the eighteenth 
century were between small 
professional armies: travelling long 
distances, able to react and ntove 
quickly, but still meeting on a single 
battlefield and deciding the combat in 
a single day- Frederick the Great nl 
Prussia (king from 1740 to 1786) was 
perhaps the greatest exponent of this 
fofm of warfare. He was also famous 
for writing his orders on the tiniest 
scrap of paper big enough to contain 
them! 

Hie revolutionary wars tiiat 
followed the French Revolution in 
1789, and particularly the Napoleonic 




OFFENSIVE/DEFENSIVE manoeuvre. This wu used at the battle 
of Agincourt, 

wars from 1301 to 1814, introduced a new element - 
mass conscript armies. The French Levee en masse' 
generated huge numbers of men for cannon fodder, 
allowing Napoleon to boast that: "A man tike me does not 
care about a million casualties," He was also the master 
of battlefield strategy, and was frequently able to outwit 
his opponents and turn their flanks, by a combination of 
skirmishing, and shock bayonet attacks. 

FROM THE TRENCHES TO THE 
NUCLEAR AGE 

Ait hough World War I started as a war of manoeuvre, it 
soon bogged down in trench warfare. The large armies of 
both sides were unable to maintain their momentum in 
the face of rifles, machine guns, barbed wire and trenches 
- especially given the quantity of material used to make 
modern war. 

The Second World War witnessed initial German 
success because of its brilliant adoption of tank tactics 
advocated by S.H. Uddell Hart (1895-1970), Charles de 
Gaulle (1800-1970), and |.F.C. Fuller (I&78-1966). This 
tactical advantage quickly disappeared as the allies 
became more proficient in this form of warfare. 

Nevertheless, economic advantages guaranteed the 
Allies' ultimate victory rather than Miatcgic genius. All 
sides in WW! I used strategic bombing, as proposed by 
theotists Giulio Douhet (1309-1930), Billy Mitchell and 
Hugh Trenchard {1873-1956). There remains, however, 
considerable doubt about the effectiveness of this 
bombing. 

The invention of nuclear weapons has caused perhaps 
the single most important change in strategy since the 
invention of the stirrup or gunpowder. Since 1 945. peace 
between the great powers has been underwritten by terror 
of final destruction. Since then, wars have had limited 
political or strategic goals and have been fought on a 
small scale, often using unconventional methods. 



# In future articles 1 plan 10 revisit some of these 
historical battles and wars. Each article will include 
more historical background and review nuomputer 
and board games that will let you simulate what 
happened l also hope to took at the methods and 
strategy of mediaeval wari'aic (one of my specialities' V 
and compart it to the combat systems in RPG's and 
fantasy wargames. 
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^^nyinfi-Arf lor-aw i&mwrh ' Mr*g Amna. 

A Greal 5 Disk Compilaiion at some ol 
the funniest animations available 

Silly Animations 1 & 2 

sc.ii ,M u Ban SimpMW and a ''rfgn-anl 

Lkphdnt. 

5 Ways to hill a moto 

■^n words tan debcribc il. 

Swinging Frog 11 

Tht eitremety (unny *AH\i#ti tn the swing- 
ing frog, 
Life* a bitch 
^ Iciljilly humfif iini million. 

I 5 PO DiSuS- £30 CO kc & In* 

ONLV (i 00 FQfl EACH SUCCESSIVE DISK 

EG 

it PD DISKS -S2I.W 

i? PD DISKS -£H.M 

jcpd disks- e«M 

Cii ic asiadt ill diuhsn on but tndn3 
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OVER 18 

•lOflOCM LXf WaiB 
S£K¥H5eO 
BRA BJSTEH 
FWHTY rjAUEId 
rWISTED CREAMS 
TRIPLE PRDN SHOW 
PORNO UOVIES 
HCTCfRLE. 
BETT*.UITEI! 

-,/■■; f ■, :,u i.-. 
p:::m.'. ■, 

List's ABiIO ■■! WQ 
SfcHT 5I.IDES ■ 
GREEN CH.DODEMO 
EE ICY SLIDES 2 
BEtUTiES 1 

H-ivac slide e- 

SHOWER S*»OW 

BFPOSFEC 

PO«hOSKrrl7 

asc FaRW show 

UOflf *l*lL*Hlf 

GAMES 

Mt«[iii>r:Tic LLAMU 
.fciiHiy ici«t*i| 
WASTER Of TOWN 
ALITaBAHMJJKK* 
T>C HaLV GRAIL 
BREAKOUT COM KtT 
OUK MASTEfl 

CAM flUWiR 

r* uSSTfXiCRESt 

AQATRON GAUES 

BlZZARD 

PAUIAM 

TENNS 1MEG 

FARADHDD 

EUEFULDMINE 

DRIP 

FLASCHBIE5 

URN HPC 

HDRl*flPO 

Track KCOnD i meg 
(MUM Disk i 
OESJETC 
■HfTWWmui 



UTILITIES 

HI A«T Of VlftjS KILL-MC- 

059 ISSSMTUIL UTA.S 1 

fln hiu DATKIAH 

5*7 NUISfc IRAOtHETC 

1« QUIM BASt 

31! WORD WRIGHT 

3J7 Lk.Tr4M,TE LTTlf 

204 LE COPERS 

Bl3 XI LTLIT1ES 

■-(! £7 UTII -IFS 

11:4^ wvr.mi 

J» FlAlFOflCEUTllR 

hz uuimisj 

•133 VOCES< 

irjTi ESSENTIAL UTILS 2 

lOW PRD TR*eKER I In 

11)83 AK*LTTIC*LC 

146 IGGNNViGIG 

I1H AMG 

MSB RED DEVIL LTHLS & 

1158 RED DEVIL J" LE- 7 

1157 ESDHCIE-T KID^RS 

1151 C LK3HT 

use DHIuER GENERATOR 

1157 EXOORBTKlLLEItS 

1151 C.LK3HT 

I '58 DRIVER: DCNERATOfl 

TOP TEN 

IOS6 AMAM*iTjrtE5 2|3 r>SK 1AJED! 

I07B ESSENTIAL [TTLIB 1 

1079 ruLLA UQUE|ie'| 

10M P1G-HACKFR I 1 

rt» ESSENTIAL UTHS I 

HIT »U0««AIM2 

icgi k (jkSdlialj mix 

lijTS TTJKJLLAMOLE 1 1*1 

tea KM C« TUNES 

B49 GRDOVE IN HEAW 



1 MFC PD STARTER RACK 
Qyr CflEAT NEW 

scarier pack 
includes all I? disks Iron iha 
lop id lists, and our catalogue 
ALL 13 OtSKS. ONtr £10.00 



MASTER VMVS KilLER VI 

Can delecl aver 1DD diTTerenl 

types ol Virus, Aixy In urn 

U'« whit w» up*, 



AMAZING TUNES 2 

aji EXCELLENT 3 Disk 
1 Mirj 'lliYSKj eiHkdLlK>-i 



PfiOTfl ACKER 
COLLECTION, 

"cUdtiN Prulr;ii:hnr vl ! a 

and 9 gnaal inslruRiont disks. 

10 disks, Only £7.95 inc 

win any nine* purtfiasa. 





MUSIC 


FOR JUST El .00 VOU CAN 


1«1 


KICK MlUCi 1 MEQ 


RECEIVE OUR HICJHLV 


1W7 

nil 

lCUU 

-,:»4 


OLoeaet*E m 

BQHKfVTTWt4 
WUWVIWtKV 
MTUlTICh FINLAND 


PRAISEO CATALOGUE DISK. 

GIVING DETAILS OF OVER 

1000 PUBLIC DOMAIN DISKS. 


11M 
1144 
1155 
1174 


BOUND OF SlLEnTS 
T U N TLWTLEB 
CRUSADERS 
ItKES MU5.C 


OH ORDER 3 OR MORE Of 

THE AOOV t AND RECEIVE IT 

FREE OF CHARGE. 


Hftl 


-RUE ENERGY 





NOW AVAILABLE: CLIP AHT VOL. 1 3 DISKS ONLY EG. 99 



Catalogue Disk Available at £1 .00 semi FREE Willi all orders 

Send cheque, or poslal order tti: 

VIRUS FREE PD (Dap! THO039 1 ) 23 Elborougrt Rd. Mwsdon, Swindon, Wills. SN3 2LS, ENG LAND . 

MINIMUM ORDER OF 3 UISKS OUfcR KM OWCRS WGLOCMC BUT PLEASE SEND EURO CHt'JUE DR BANKE RE. DRAFT WITH 
ORWR FLEASE AOD C3 M TOWAOOS POSTAGE AND PACKING ALL PUCES ihCLUW P6PHuu< 
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RIVERDENE POL 

30a School Road. Tilehurst. Reading, Berkshire RG3 SAN 
Tel: (0734) 452416 Fax: (0734) 451239 



AMIGA PUBLIC DOMAIN PACKS ONLY £5.59 

DEMO PACK 1: NEVERWHERE, UP - FRONT & CINE FX 

DEMO PACK 2: OEPECHE MODE, SLEEPING BAG & BUDBRAIN II 

LANGUAGES: PCQ PASCAL, 68MW ASSEMBLER S LATTICE C 

ART PACK: C - LIGHT, FRACTALS & M CAD 

MUSIC PACK: SOUNDTBACKER VJ, SAMPLES & STUDIO RIPPERS 

HOME UTILITIES: WOHOWRIGHT, BANK N & D - COPY 

ATARI ST PUBLIC DOMAIN PACKS ONLY C3.59 

DEMO PACK. 1 ID'S): SYNTAX TERROR, OVERDRIVE & DECADE 

DEMO PACK 2: LIFE'S A BITCH, POWER DEMO & TRANSBEUCE 

ST - E PACK: DELIRIOUS II!, SPECTRUM ANALYSER & ACUD 

ART PACK: NEOCHROME MASTER, PlCSWlTCH & DlGlSYNTH 

MUSIC PACK: COSH SEQUENCER V2.3, SAMPLE CONVEflTER & SYNTH 50 

HOME UTILITIES: ST WRITER ELITE, DB MASTER s. F - COPY lit 

ST PAINT MASTER 

Ever wanted lo creale 512 color pictures wilh ease? 

Well here is the art package to do it, load il as an accessory in STOS 

Basic or use it as a stand alone art package, STOS Basic source code 

included lor displaying your 512 colour pictures in your own programs. 

Ail this lor only £1*.tt 

ALL PRICES INCLUDE FIRST CLASS POSTAGE & PACKING 

FREE CATALOGUE ON DISK WITH ALL ORDERS 



FREE PD CATALOGUE ON DISK 

(please state Atari ST or Amiga) 

when you send a blank dtsk and SAE to RIVERDENE PDL 

ACCESS & VISA welcome 

WHY NOT VISIT OUR SHOP? 



DIAL-A CHEAT-LINE 



tor cheats, tips, pokes and secrets 

eti all computer and console sanies, 

ring now on 

0898-10-1234 

LM ADVUifWI HUniHI QMS 33t «l 
T DAYS A WIDE, It NOON TO MIDNIGHT 

PRIZES FOR BIST CHEATS, TIPS, IK. 

Send lo: P.O. Box 54, Southwest Manchester Ml 5 4LY 

Proprietor: Jacqueline Wright 

PIcam «*k permlisJon of the person who pays the bill calli charged at 

Up per mln 'Cheap Rate' 44p per min at all other timei 




©£* 




IF AN 
DVERT IS WRONG, 
HO PUTS IT RIGHT? 



W da. The AdYcrtla-lnn SUMicianta AjiUwrHy enpurw 
idwrNBcmiMiL* mfd wllfi lhi> rtrtcl Coic o( ArJvcrLlBlnf 

PlWLItT. 
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THE ONE 



DEMOS 



I MAG I NATION 



Welcome back to the pleasure dome, a veritable Cornucopia of cheap and cheerful disks, 
your reviewer this month? Take a bow Paul Presley... 



BREAKDOWN 




IERy LITTLE HAS CHANGED here in the domain. The majority of disks 
on offer contain the usual fare of scrolling messages, digitised 
Dragonlance pictures and colourful blurs - is there no original icy left 
in the demo scene anymore? 

Whoever happened to trie old days when we could wait expectantly for 
anottier 1Mb Walker demo or a Tobias Richter Star Trek animation? Okay, so 
they were short lived, but they were big-time names. Instead, these days it's 
just *Hi to Bif, Baf, Nix, Trix, Dr. Smooth, Snuggles and Dave from Birmingham'. 

It's going to take a few original ideas to push back not just the limits of 
your Amigas, STs artd IBM-compatibles (yes, we want to see mo*e PC demos, 
we know you're out there), but also the- limits of your imagination. 

So, in order to encourage a little creativity, from this issue onwards well 
select, one entry as Our Pick Of The Month. No prizes, no voting, just the 
demo that we thir* is the most stunning or entertaining, 

Scrolling messages beware, your days ere numbered. 




* i p * ^ ■" ■ w* m ■" ■ !■ " 
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PICK OF THE MONTH 



LADIES AND GENTLEMEN... welcome to... 
Wheel Of fortune? Gemini Software has 
taken this popular (ahem!) game show, 
tock, stock and Varaa White from the 
American TV show of the same name. 
Playing against (wo computer oppcnens, 
you too can spin the wheel, pick d tetter 
and guess the phrase, place, or person, all 
adding up to a grand points prize 
Hilarious use of the Amiga's 51 D speech 

<io5 animation to rival... erm, Pac-Mm, 
Wheel Of Fomjne is immense lun and well 
worth snapping up. 




MEGADEMOS 

WHO SAVS DEMO programmers aren't topical? Th* biggest 
news story of the moment,, the one that has caught the 
attention of everybody in the Western world, the one that 
hit kept everybody guessing as to the outcome, is briefly 
mentioned in Budbrain t from Seventeen Bit {disk 820). 
For a brief 10 seconds you're treated to a sample of music 
from Twin Fctks as you follow the story of who murdered 
Madonna (yes, Madonna!) In between various animations, 
musk and graphic effects. That other big news story, the 
Gulf Crisis, is covered In a strange piece of animation Tram 
A Bit On The Sid* (disk 81*]. Leaving aside the news 
however, the best offering this month is a short Batman 
cartoon from 
Virus Free PD 
(disk 1095) 
complete with 
"ng-fiah na-nah 
na-nan na-nah, 
Batmaaaaaan-" 
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GRAPHICS 



THE NETWORK & THEATRE Amiga Demo 
Conference, held last December in 
Norway, was definitely the place to be 
If you were a Norwegian Amiga Demo 
programmer. For those of you that may 
have missed It, A Bit On The Side Is 
offering a compilation of the four best 
demos there (disk 838). Included are 
rotating triangle 5, colourful blurs and 
3D effects that need 3D glasses to be 
appreciated It's worth it simply for 
the variety. Also on offer this month 
are a host of high quality but 
uninspired digitised stills (lots of Sci-Fi 
and fantasy] and a demo titled 23th 
(sic) Century Fox From Virus Free PD 
that starts interestingly enough but 
soon takes a tour from the hi ghway of 
excitement and ends Its days In 
Odinarysville. Oh by the way, Maria 
Whittaker makes another 'giam' 
appearance courtesy of Seventeen Bit 
Software (disk 81 0), 




CHEAP AMD CHEERFUL, that's the order of 
tire day Most of the games available on 
the Demo/PD market wouldn't last two 
minutes in the real world, but hunting 
around sometimes unearths a right little 
getn. The best of a bad bunch this month 
(apart from Wheel Of Fortune) come in the 
shape of a polished, yet limited Amiga 
shooc 'em up (disk Q'b from Seventeen 
Bit), Dragon's rower {an unusual ST 
platform game from Goodmans PD), Soko 
(a 5oko-8dn done from Trust PD) and 
various compilations of Classic games 
(.Battleships, Asteroids etc.) from virtualy 
ever/ company mentioned so far. 




WHERE TO 
GET 'EM 

A fut On The Side 
8 ThcrokJ Place, 
Kirk SaxJoll, 
DoncBterW.3 1NU 

AB.C PD 
1 Northlands, 
Poners Bar, 
Heru. EN6 SDF 

Gemini Shareware 
1QW*\**:k Avenue, 
SlougnSLSIDx 

<5&odman Enterprises 
1 6 Conrad Close, 
Meir Hfly Estate, 
Lcngtcn. 
5fc*e-on-TrerYr 
ST3 15W 

Seventeen Bit Software 
Kt Box 97, 
Watefieid W IXX 

Trust PC 
IS The fa*, 
Southowram, 
Halifax HX3 9Qy 

Virus Fret PD 

23 Eiborojgh Road, 

wiorecKyi, 

Swwidan, 

Wilts SNS 2LS 

Wizard PD 
178WwerteyBoad. 
Reading 
Berts. RG3 SPZ 









SOUND 



ST MUSIC IS GOOD its official! wizard PD is offering a 
disk crammed full of ST demos (DEM 11 0) and although 
most are the usual graphic fare, one demo called 
Mix-E-Load is sure to bring tears erf nostalgia into the eyes 
of all erstwhile S-blt owners. Sack 00 tit* Amiga, The 
Crusaders have a selection of nice instrumental; thanks to 
Seventeen Bit {disk 823), Genesis fans get not only five 
pieces of marginally Impressive but also five pieces of 
marginally impressive digitised animations of the band on 
stage (A Bit On The Side, disk 828). Monty Python is still 
alive and being sampled, this time by A.R.C. PD. Are You 
Embarrassed Easily? Is the infamous sketch with lots of 
rude noises arid naughty words. A.RX.'s sampler has been 
extremely busy this month, working on an old Noddy 
storytime record. It seems that the whole point of this 
rendition is to remind us that the Noddy storybooks have 
been banned from children's schools because they contain 
words such as queer' and gay'. Now **ry odd. 
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DOMINION PD 



JOIN THE FASIttl OHN1NG PQ UBRMV OH IHE AMIGA. 

AM dMu £1 + Mp postage and packing 

ff* cqMlagiH [phone- now m gat your* 

DrKount on bulk order* (5+ dkfld) 

Mcks, swapped as w*l at told 

Ordan outside of UK please add £|P»P 

Here li a unaN ulection of Our 300-1- disk library: 

- Cn'onfcs TohJ D*^WiL*ion - Amazing T un-es 2 - ftofrocker ].) - 

- Venom Crjrr^Jofibru ■ SJD U ■ Kefrens ffie Wb# ■ /AID 2.Y1 - 
Miienn'xjm Falcon Anim - SA£ Compilations - Dtnojorr Xriras Compo - 

■ J?eb#(i tnpte rroubfe - N«w Mqjt*f Vi.- js Ki'Ne/- - Dioi Conter fs J -6 - 

- Sonr* System! W - Silpnh Fufl rWer - Sound of SflSrtfs - D-Coe/ - 



DOMINION PD 

5A PALMERSTON ROAD, BUCKMURST HILL. ESSEX 

Tel: 071 -253 9320 (LEE, 8am-3pm 



ATARI ST/STE - AMIGA 



Games for HIRE or PUHCHASE 

TRY before you BOY 

At least 15% off all software Guaranteed Originals 

We have the LOWEST Membership & Review Fees of 

any ST & Amiga Club 

Try our Public Domain at LOW LOW prices 

Swop your originals in our SWOPSHOP 

SPECIAL MARCH OFFERS FOR NEW MEMBERS 

Mew releases added WEEKLY 

Monthly Newsletter plus lots of 

Membership Interaction 

Please enclose LARGE SAL - 3dp stamp la. 

Gufn-Com Software | International 

Depl THO, Gardener's, 63 Kings North React, Ashtad, Kerf TN23 2HZ 

Ptease stale formal, 



JUNIOR SOFTWARE 
ENGINEER 

Pascal or C Required 
Assembler and Hardware useful 

We are a small company of 50 people designing, making 
and exporting semiconductor manufacturing equipment 
worldwide to IBM, AT&T, Hyundai, Siemens, Philips and 
others. 

All software and hardware is designed and produced in- 
house. The graphical user interface and real-time 
sequencer runs on an IBM PC which is linked by a serial 
port to 8085 based functional controllers. 

We are now looking for someone to join our team and to 
help speed up developments and customer support. 

A good salary is offered based only on skill and 
experience. There is no consideration of age or formal 
academic background. 

To apply, please write to:- Carl Branches 
Surface Technology Systems Ltd, Prince of Wales 
Industrial Estate, Abercarn, Gwent NP1 5AR. 
Alternatively, telephone him on (0495) 244459. 




GEMINI SHAREWARE 

THE BIGGEST SHAREWARE CO IN USA 

IIM UK 



AMti-lOl 

ami; 115. 

AMG-2M. 
AMG-120 
AMG-134 

AMfi ?4T 
AMCi 215, 



WHEEL OF FORTUNE - Clone of the tlasnc TV shew. 

BULLRUN - Civ. I war strategy gcv- 
. BLIZZARD - A U'idium' clone. A classic' 
; 60UL0ER - Bnijldernash clone. 

■ AMOEBA INVADERS - Clone al the classic with digitised sounds. 
' GAME 5 - Blue Miion solitaire Ik Diplomacy n Mb i 

■ Q BERTY - Adfliin-- 'Q-B*rt' clone. 
AMr, 1JE, SINKING IS, AND ? - rerftigraprncs adventure 12 disks! 
AMG lea": BUSINESS 7 - VC Spweadshaet clone. Excellent 1 1 
AMG 14?: Mr.AD - A 1..I tftuiiiree CaD program. MMbi 

AHGI»: BUSINESS PROGRAMS 1 - Includes address boo*;, mpil manager, label 

printer & mora. 

AMG143: W'JHDWHICiHT - Ward processor wrth spBltinn checker 

AMG -2 16: ULTRA PAINT - An excellent paintinrj program with many capabilities. 

AMG-1W AiRWAR War vereicim of 'Flight Simulator' ninth 3D graphics. 

AMG i*r BATTLEFQRCE - !■*»! lor baHleirch players. Upto 4 players can. pliv eich 

other nf against the compter. 

AMG J1S- CASING GAMES - Manv fun card & casma games with documentation. 

AMG ISSt: STAR TREK THE GAME - Featuring digitised sounds 11Mb + 7 drives 

run ui rod I , 

" HORROR DEMO - Exploding head dismembered arms. 'X' rated. 

r U Ltl KAPEH AD MMaoAvj y funny UtiTM with t!iyi!i5t?d «Mdl 'X mt*d 
SAFE SEX DEMQ - Another Tentestic digitiied damo. Collectors rteml! 
DELIRIOUS 1 - Eddie Murphy at Ml ben. 12 disks). 
DELIRIOUS 2 - More Fr<j,m Eddie. (2 disksl 
MONTY PYTHON - 'The Secret Politerriina Gill' digidsed. 
.. THE WALL - ChgiiiMMl 'Pinfc F-lciyd' song. 

AMC-H7: BLOW FLY - Annlhrtr digitised speech demo I really runny! 'X' rated. 

AMG iM LAUREL h HARDY - digitised animations of ineduo. 1MD 2 disks. 

■ SCANNFRS DEHO - Not ior th< squeamish. 'X' rated (1Mb reoomm*nckd|i. 
BUOBRAIN DEMH - Muet be one of the hottest demos or the yur. 'X' rated. 
FANTASY SLIDESHUW - 17 great fantasy pictures in digitised HAM Prjrhiat. 
FANTASY 5UPE5H0W 2 - || great images in HAM 4096 colour mode. 

: WALLfJI? AFT 1 - 7 ol the best digitised pictures in interlaced HAM mode by 
Boris Vallejo. 

AMG 28J VALLEJ0 ART 2 - Another great collection erf Valley's artwork. 
AMG 295. BATMANIA - Try a Batman Workbench (Batbenchp. P«r1*rj lor Bat lansl 



This is just a small list from our catalogue. 
Phone us for a free copv. 

Prices; £2,00 per disk 1-9 All prices subjetet to VAT 

El .75 per disk 10-19 PC SV Macintosh 

El ,50 per disk 20-29 catalogues also available 



ST1K2 
ST-l" 
ST-1H 
STI07 



AMG-17B: 
AMG18Z. 
AMG183 
AMGUi 
AMG-1» 
AMG-139: 
AMG 2*1 



AMG-S1S 
AHQ.»1 

AMG?h4 
AMG 266 
AMG.2J2. 



SMS1; BOLO - An incredible ■BreaknArf ojim*. E»i£»Jlanl graphics Jh gamiptpjyt. 

ST-lH STOCKS at BONOS Vi: Slmulabon ol the stock market Featuring digitised 

SOi i - Ms 

ST- 149: AIR WAHRiOR An 'Online' game similar (m 'Flight Simulator'. 

ST- 14«: STAR Tfl£K - Written in STO& *IiHi digitised sounds. 

COLOSSAL CAVE ADVENTURE - The original gitms thai started in aM IDS drivel- 

GAMtS 15 - Cnibbegi. 8 1 * 1 *!* 1 * & Stua Pa * Br 

GAMES 1? - Tttnma, American Footbell, Dans li mora. 

GAMES li Monopoly. Oi hallo, Vantiee li. Back(Ujmmon. 
ST-11J; GAMES 16 - Taipan (rule thes»»s in the lB00'a|i. Trucker (18 wheeler 
simulation) * more. 

ST-10Z; GAMES S - Wheel of Fortune 'I The game. 
ST-304: PLACETS - A guide through We solar system IDS drive). 
ST-S06: PLANETARIUM - An Excel Inril program. In tl>S top ten PD of 1990. 
ST-S«- OPUS - The BEST spreadsl»e*i on ST II Mbl 

ST-1B7 ST WRITER ELITE V3.8 - The best PD word pfnnsior on the ST today 
ST 004: VISICALC ClOME - A VC spraadisheet with manual. 
£1-540- WHAT THE BUTLER SAW 'X' rated snimationa. 

MADONNA - Slideshuw ot Madonna nuds It rated. 

HQBOCQP - The besl Robwop demo yet 12 DS + 1Mb). 

PREDATOR - Featuring excellent inim*tinnidigi(iB»ng. 

SCANNERS E *pl<?cl ing head. Not lor the squeamish. 'X' rated IDS iMbl 
ST-43T: TOILET PAPER AD - A classic demn laaturing digitised speetii. 'X' r*tad. 
ST 425 STAfl TfIEK The ultimata Stof Tfek damo IDS 1 MB). 
ST-417: WHEN HARRY MET SALLY - Animeimn from that classic scene in the. film. 
ST 493: EMPIRE BUILDER - A great simulatioo wh ich you must build your own eumpeny 
Inom scratch. HARFE: classic patience a*""'- 
ST-1S4: RAW - Eddie Murphy ig«m!!! 'X' rated. 

ST3K: TME RUN - Classic animation fflaturing a police car chasing * criminal (IMD 2 
Dtshay. 

ST 31J: WAtltER 1 - That classic animation ol the AI-AT walker from Star Wars. (IMD 2 
Disks!. 

ST2T8: CALIFORNIA RAISINS - Excellent animated damo featuring those raisins singing 
'I beard it through rha grapevine' [IMD 2 Oiski). 



ST-575 
ST-439: 
ST-440: 
ST4J8 



GEMINI 
10 WARWICK AVENUE 
SLOUGH SL2 1DX 
TELEPHONE: 0753 28183 



ISSUE 5 JAN/FEB 1991 £1.95 



THE 

DME 




BUCK AND WHITE BEAUTIES 

A colourful look at Hercules gaming 

THE BIG CHEESE 

A complete guide to Mice 
Over 40 games featured 




MARCH 
1001 



Where's your dangerous disk? 
Ask the newsagent! 



FLY INTO 

THE FUTURE 

Origin's Spectacular 

Wing Commander 

Reviewed 
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Rick Dangerous II 



HAVING SLIPPED and slid his 
way through the Atomic Mud 
Mines, Rick finds himself at 
the beginning of the end.,. 

Shoot the two guards and walk right. 
Slidea bomb onto the block at the end of 
the walkway, then after the explosion, 
run onto the block. As the block carries 
you right, jump onto the ladder and 
climb up, watching out for the spikes 
above. Walk left, jump up onto the 
ledge, then time your jumps over the 
clockwork mouse to get to the switch on 
the left. Hit the switch, then return the 
same way you came, jumping right 
onto the ladder and climbing up. Stop 
ju&t before the lop to avoid the two 
diagonal laser beams- After the lasers 
hit, quickly cli m b u p and craw I left to the 
ladder - perfect timing is required. 

Climb the ladder to the top, and shoot 
the guard when he comes down, Step 
forward and back to set off the vertical 
laser beam, then run quickly past it and 
up the stairs. Step into the turboli ft and 
let it take you to the top. Shoot the first 
guard, walk left and then shoot the next 
two guards as they tome up in the lift. 
Drop down the lift shaft, hit the wall- 
switch and ride the lift back up. Walk 
right onto the air pumps to be blasted 
j pward s, stay where you are a n d shoot 
'.he guards when he comes down. 

Climb up the ladder and jump into the 
alcove, ducking to avoid the spikes, 
Wait for the guard to drop down below 
you, then jump left onto the next ledge 
and climb the ladder. Walk right to the 
ha Ifway point and si i de a bom b i nto the 
block on the right. Quickly run left and 
down the ladder to avoid the block 
•\hen it rushes towards you. Climb bach 
up and crawl right, avoiding the laser 
beam as you drop down onto the ledge 
below. Collect the dynamite bonus, 
drop down onto the next ledge, then 
time your next drop to avoid the wall 
spikes. Exit to the right. 

CONTROL STATION 
ONE 

Shoot only the nearest guard -the other 
one kills himself. Climb up the ladder 
and slide a bomb past the force field 
ontotheguardinthechair. Climb down 
the ladder and be careful to avoid the 
sh ra pnel fro m the exp losio n . Exit rig ht, 
onto the hove rb ike. 

Fly up to the top, avoiding the laser 
beams, and collect Ihr: poims, bonus. Fly 
right, avoiding the second laser, then 
down to the bottom. When one set of 
lasers fire, move, stop and wait for the 
next blast. Repeat until you make it to 
the other side. Fly down and right, 
avoid i ng t h e u p-a nd-down blocks, t hen 
fly down to the bottom. Wait for the 
aserlofire, then quicklyfly left through 
the pillars and get out of the way before 
if ires again. Fly right into the little cave 
and shoot the block to the left, moving 
down to avoid it when it comes al you - 
perfect timing is needed here to avoid 
the criss-cross laser beams. 
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In this 

fifth, final 

and 

chilling 

instalment 

of our 

on-going 

solution, 

Gary 

Whitta 

guides our 

hero 

through 

the Fat 

Man's 

Head- 

quarters. 



CONTROL STATION 
TWO 

Shoot the two guards, slide-bomb the 
control guard, retire and jump up to 
avoid the Sh ra pnel- Wa I k I eft a n d c I i m b 
down the long ladder. At the bottom, 
run after and jump over the clockwork 
mouse, then climb down the central 
ladder, Slide-bomb the control guard. 
then climb halfway back up the ladder 
to avoid the shrapnel. Exit to the right. 
Jump over the mouse onto the ledge 
and hit the wall-switch to conjure up a 
floating block. Jump onto it, then up 
onto the balcony above, avoiding the 
mouse. Time your jumps over the two 
mice (you need several jumps), then 
climb down the short ladder on the 
right. Drop down, avoiding the last 
mouse and exit. 

CONTROL STATION 
THREE 

Shoot the first guard when he comes 
down, then jump up and shoot the 
second. Slide-bomb the control guard. 





and retire down the ladder to safety. 
Exit right, 

Slide a bomb down onto the hover 
platform below to kill the guard 
standing on it, then drop down onto it. 
Jump off onto the right-hand ledge and 
shoot the second guard. Ridn the 
turbolifttothe top, then use the hole in 
the ceiling to jump over the mouse as 
you run left into the second lift. At the 
top, climb the short ladder directly 
above, than crawl rig ht past th e two sets 
of spikes. Ride up in the lift, collect the 
ammunition bonus, ride up in the next 
lift, then use the air pomps to get to the 
top of the screen, shooting the guard 
when you get there. Walkleft, collecting 
the ammunition bonus as you go, and 
exit left past the spikes. 

CONTROL STATION 
FOUR 

Shoot the three guards that come 
down, then climb up the ladder and 
slide- bomb the control guard. Jump 
onto the ledge above and exit right. 

Walk past the two sets of spikes, then 
jump straight up onto the ledge above. 
Climb up the central ladder, walk onto 
the left-hand ledge and slide- bomb the 
block at the end. The block will slide 
down next to the wall-switch below. 
Drop down onlo the block and hit the 
switch, then jump back onto the ladder 
and climb all the way to the top, Jump 
up once, drop left, avoiding the laser 
beam and climb up the long ladder. 
Shoot the guard at the top, collect the 
ammunition bonus, then exit to the 
right. 



THE FAT MAN 

Here he is! Theman himself , and armed 
to the teeth inside a floating death 
contraption I You can't afford to waste 
any of your weaponry here, as only 
several direct hits will destroy him. Use 
sliding bombs to get him when he's 
near the ground -these inflict the most 
damage. When in the air, hit him with a 
laser blast. When he's dead, jump onto 
the hover platform and exit right, 

THE END! 
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MAHCH 1931 



You know the situation we've all been there. You ve been 
playing Death Ninjas Of The Ninth Dimension for months and just 
can't get past the Mutated Pizza on Level 39, You suddenly 
remember reading a cheat lor the game once, many, many 
moons ago. But where? And how long ago? Desperately you 
search through every old copy of every computer magazine 
you've got - but all to no avail- 
Well search no longer, for The One magazine is here to save the day. 
Thanks to the talents of D- Clift of Buckingham, overthe next couple of 
issues we'll be printing a complete A-Z of virtually any game you can 
think of, 

AFTERBURNER 

Amiga, ST 

Pause the game and type THUNDER- 

BLADE. Un pause and use the following 
Keys: G' - extra missiles, '■' - jump 
forward a level, v - jump back a level 
and "W - extra lives. 

AFTER THE WAR 

Amiga 

During lire firs-t level press 'ALT', B' 
and "1 ' lo give yourself infinite energy 
and time. Press ALT', M' and T lo 

reach the second level 



AMC 

Amiga 

Access codes for: 



Level 2 
Level 4 
Level € 
Level a 



Nosiromo 
Discovery 

Enterprise 
Dagobah 



APB 

Amiga, ST 

Type ALF into the high-score tabte for 
infinite demerits. 

ARCHIPELAGOS 

Amiga, ST 

When asked to select an Archipelago. 
choose 8421 then press 'ENTER' twice. 
Now you can select any island from 1 
to 9999 

ARKANOID 

Amiga, ST 

For an extra 33 levels, press 'F3' for a 

one-player game and F4 for a two- 
player game (instead pi 'Ft' and 'F2'i, 

ARKANOID II 

Amiga, ST 

Press Caps Lock Ihen type DALEV&B 
for infinite lives. On the title screen, type 
PETEJOHNSONWANT5CHEAT and 

'$' will open the exits, al any poinl, 

BACK TO THE FUTURE 
II 

Amiga 

Pause Ihe game and lype THE ONLY 

NEAT THING TO DO. You now tiave 
infinite liver.. 



BARBARIAN (Psyg- 
nosis) 

Amiga, ST 

On the title screen, type 04 08 59 tor 

infinite lives. 

BATMAN - THE MOVIE 

Amiga 

Type JAMMMM on Ihe title screen for 
infinite lives. 'F10' advances from stage 
lo stage. 

BATTLE SQUADRON 

Amiga 

At any lime, lype CASTOR. Ndw 

pressing "fe'-'FlO' will lei you choose 
any weapon, while 'F1 '-'F5 will alter its 
power. 

BATTLE VALLEY 

Amiga, ST 

Type ROGER MELUE THE MAN ON 

THE TELE for infinite tanks. 

BEACH VOLLEY 

Amiga, ST 

Type DADDYBRACEY while playing, 
now 'FT will advance you to the next 
level, 

BETTER DEAD THAN 
ALIEN 

Amiga, ST 

During play, press ESC lo pause, then 
move your ship to a safe area and 'N' 
will continue play. 

BEVERLY HILLS COP 

Amiga, ST 

CUek past Ihe high-score screen onto 
the selecl difficulty page Type MELLIE 
and you will be able lo access all the 
games, 

BIO CHALLENGE 

Amiga, ST 

Pause with ESC and 'G' will advance 

you lo the end-of-level guardian (as if 
yog want lo go there!). 



THEA- 




C 



CARRIER COMMAND 

Amiga, ST 

During Ihe game, pause and type 

GROW OLD ALONG WITH ME, then 
' t ' and '-' will toggle immunity. Type 
THE BEST IS YET TO BE then use the 
same Keys to view all the objecls. 

CHARIOTS OF WRATH 

Amiga, ST 

When instructed to press Fire lo slarl, 
move Ihe joystick forward instead. The 
result? Infinite lives. 

CHASE HQ 

Amiga 

Al any point, hold down the left mouse 
button and 'Fire" while typing 
GROWLER. Afterwards, pressing T 
your time to 60 seconds. 

CONTINENTAL CIRCUS 

Amiga 

On Ihe firs! red lighl, push the joystick 
forward, when ihe second red light 
comes -on release it then as soon as 

lha green lighl comes on push il 
forward for faster acceleration, 

CLOWN O' MANIA 

Amiga 

Press Help' at any time for extra |umps 
and razors 

CHUBBY GRISTLE 

Amiga, ST 

On ihe title screen, BUUURRP gives 
you infinite lives. 

CYBERNOID 

Amiga, 5T 

Type RAISTLIN on the hlle screen for 
infinite lives. 

CYBERNOID II 

Amiga 

Type NECRONOMICON on Ihe title 
screen for infinite lives, 

DARKSIDE 

Amiga, ST 

Hold down '2', S' and 'Fire' for 
digilised pictures of the programmers! I). 



DEFENDER OF THE 
CROWN 

Amiga, ST 

Holding down "K" while booting Ihe 
second disk gives you infinite knights. 

DENARIS 

Amiga, ST 

When the data-disk prompt is disp- 
layed, insert data disk and hold down 
T while il loads. Then pul the mouse 
into the joystick port and start the 
game, Remember lo hold the right 
mouse button down while il loads. 

DOGS OF WAR 

Amiga, ST 

Type TIMBO before you slarl and "FS 1 

whII provide you wilh infinite men. 

DOMINATOR 

Amiga, ST 

On the high-score table lype in SHAFT 

for infinite lives, 

DOUBLE DRAGON 

Amiga - 

On the title screen type R U CALLING 

MY PINT A POFF? then Return. While 
playing, 'Delete' key will slay your 
opponent. 

DRAGON NINJA 

Amiga, ST 

During the game type TERRIFIC. Now 
F3 gives you inlinile lives and V 
advances you to Ihe next level. 

DRAGONSCAPE 

Amiga 

While playing, ALT' and the down 

cursor key will advance you a level, 

DRAGON'S LAIR 

Amiga 

After the credits sequence, hold down 
'ESC, 'R\ /, V and 'N' simul- 
taneously to allow Ihe computer to 

finish the game for you. 

DRILLER 

Amiga, ST 

When you start the game you will be 
facing a small shed. Shoot il more thar 
20 times and you will be transformed 
info a jet. 
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DRIVIN' FORCE 

Amrga 

pn (he rnonu, click on the two is of 

Dnvm, start the gams and you' vehicle 
won't be able to leave the (rack. 

EMPIRE STRIKES BACK 

Amiga, ST 

On the lille screen, hold down 'Help' 

and type XIFARGROTCEV Various 
*eys do various things during the game, 
especially 'L', 'C and D', which con* 
(ure up pictures of Luke, C3PO and 
Oarth Vadar. 

EXOLON 

Amiga, ST 

Type your name in as AD ASTRA on 

t» high-score lable for a surprise. 

EYE OF HORUS 

Amiga, ST 

Type SPAM on the credits section for 
infinite lives and no need for keys, 

FALCON 

Amiga, ST 

In flighl, hold down 'X', 'Shift' and 'Ctrl' 
lo be fully re-armed. 

FERNANDEZ MUST DIE 

Amiga, ST 

During Ihe game, pause and type 
SPINYNORMAN for infinite assassina- 
tion attempts 

FIGHTER BOMBER 

Amiga, ST 

Enter your pilot's name as BUCKA- 
ROO, Yoy can now select any mission 
you like. 

FLYING SHARK 

Amiga, ST 

Gam a high score and type RLH for 
acid men, JGL lor full fire power, KD for 
rfifinite lives and RA6 for immunity. 
Note, you M JST hold down '5' on the 
*eypad while typing the last letter. 

FORGOTTEN WORLDS 

Amiga, ST 

Type ARD on the title screen then 
sress 'Help'. Now 'S' takes you to Ihe 

tfop and L M" leleporis you to the next 



GAUNTLET II 

Amiga, 5T 

Find a treasure chest and make sure 
you have a key. Hold down Insert' 
when you open it. Release 'Insert' and 
hold the joystick down. Now,. 'Help' will 
give you 5,000 health points. 

GHOULS 'N' GHOSTS 

Amiga 

While playing type in KAREN BROAD- 
HURST which gives an invulnerable 
Arthur (holes and lime will still kill you 
though). 

GRAVITY FORCE 

Amiga, ST 

When asked for the password type 
WARPxx instead (xa being the number 
of Ihe required level). 

HAWKEYE 

Amiga, 5T 

When you are on the brink of death 
with no lives left, press 'Del' lo advance 
a level. Also during the game, pause 
and press 'Help' then unpause and you 

should have infinite lives. 

HAMMERFIST 

Amiga 

Get a high score and type TAEHC OT 
TNAW I, 'F7' will than leleport you to 

the next level during play. 

HARD DRIVIN' 

Amiga, ST 

Make sure you're in manual gear made, 
then accelerate to hill speed. When at 
top speed change into neutral gear. 
You should now be invincible lo col- 
lisions. 



HYBRIS 

Amiga, ST 

Type COMMANDER on Ihe high-score 

table and 'F1Q' will toggle immunity, 
'F9' will leleport to the next level while 
'F2'-'F8 f equip you with add-ons. 

IKARI WARRIORS 

Amiga, ST 

Type FREERIDE on the high-score 
table for an invincible man. 

INDIANA JONES 

Amiga, ST 

Type SILLYNAM on the high -score 
table for continuous credits. Type 
JEHQVA when the title screen comes 
up. The border will flash grey lo 
acknowledge the cheat, then '£' will 
advance you through the flash points, 
'L' will move you to the next scene and 
T supplies you wilh an icon. 

INSANITY FIGHT 

Amiga 

Hold down the iwo mouse buttons, 
"Fire' and 'L' to advance a stage. 



INTERPHASE 

Amiga, ST 

During the game type "Fenny' (with 
Caps Loch on the F), then the lefl 
mouse button will cycle through the 
objects, the right mouse button will 
enlarge objects and both will take you 
back to the game. 

IMPOSSAMOLE 

Amiga 

Gel into the high-score table and type 
these codes instead of your name: 
HIENZ ■ fgr three full power bars, 
OUC HOUGH - to walk on water etc., 
COMMANDO - for no time limitation on 
weapons, 

JUGGLERS ■ see lor yourself, 
ANNFRANK - to restore energy, 
LUMBERJACK - to give you a double- 
size energy bar. 

KARATE KID II 



HELTER SKELTER 




Amiga 




Press P' to skip levels. 


Level cedes: 




KID GLOVES 


1 1 - SPIN 




Amiga 


21 - FLIP 






41 - GOAL 




Pause the game and type in RHIAN- 


51 - LEFT 




NON. 'F6' will then take you back to 


61 -TWIN 




the shop, "F8' will give you loads of 


71 - PLAY 




money and F9' will toggle 
invulnerability. 


HILLSFAR 




KLAX 


Amiga 




Amiga 


When picking locks. 


press F' and all 


While playing, press Space' and '4' to 


will be revealed. 




warp to the LA Stage, 



LAST DUEL 

Amiga, ST 

Stad the game, pause with 'F9', then 
hold down 'Help'. 'Left Shift" and V. 
Unpause and 1he Function keys will 
lake you through the levels, F8" gives 
you five lives. 

LEATHERNECK 

Amiga, ST 

During the game type CUTHBERT- 
NECK, then press 'F3' for immunity. 

LED STORM 

Amiga, ST 

Type DAVID BRGADHURST WANTS 
TO CHEAT for infinite lives. On the 
Amiga put one extra space between the 
second and third word, 



MENACE 

Amiga, ST 

Type XRSiTURBONUTTERBASTARD 
at some point during the game, 

MICKEY MOUSE 

Amiga, ST 

Dunng the game type 61356SB. F2 will 

Ihen open the sub-game, "F3' will fight 
Ihe witch and 'F4' obtains the gun. 

MONTY PYTHON 

Amiga, ST 

Type SEMPRINI on Ihe high-score 
lable to start on the level you died on. 

NEBULUS 

Amiga, ST 

Type HELLOIAMJMP On the title 
screen, 'F1 '-'F10' will now leap-frog 

you through the levels. 

NEW ZEALAND STORY 

Amiga, ST 

On the title screen, press "Del" Ihen M' 
then 'Del' then 'M". Then type FLUFFY 
KIWIS 

NINJA WARRIORS 

Amiga 

'During Ihe game press Caps Lock' 

and type in one of the following codes. 

Then press Caps Lock' again. 

MONTY PYTHON 

SKIPPY 

A SMALL STEP FOR A MAN 

THE TERMINATOR 

STEVEN AUSTiN 

OLYMPIC CHALLENGE 

Amiga, ST 

Type HINGSEN.J then a Function key 
to select any event. 



*a*k 



- — 



Mil 



Ah 




THE ONE 



MARCH 1991 



ASA 

SPECIAL 

treat to 

Bitmap 

fans 

everywhere, 

the hoys 

present 

their own 

personal 

guides to 

their two 

most recent 

hits . . ■ 



IN THE GYM 

Building a powerful team is only a matter of getting your 
priorities right. Firstly, buy attributes for the whole lea m in 
this order: Attack, Power and then Speed. After these the 
next in line are Defence, Stamina, Aggression and 
Intelligence. 

When buying for specific positions, use the following 
guide: Defenders need extra Throwing and Attack skills; 
Midfielders need those two and extra Defence; Attackers 
are 3t their best when topped up with Defence. Stamina, 
Speed and Intelligence skills. 

Individual Players also need specific attributes. The 
Goalie needs high levels Intelligence, Attack, Defence and 
Th ro w i n g, wh ile the Centre Fo rwa rd i s at h i s most effect i ve 
with extra Intelligence, Speed and Stamina (as they gel into 
lots of tackles and need to recuperate quickly}. 

PLAYING THE MATCH 

It's a good idee to go for the Scare Multiplier as quickly as 
possible, as this will multiply the points awarded not only 
for scoring goals, but a I so for injuring players, bonuses and 



Game designer and Chief Poseur, Eric Matthews, 
shows the way to making the greatest gain for the 
least pain in Image Works' futuristic ball game 





Speedball 

so on. Be careful though, when playing against teams Of 
high intelligence as they will attempt to- lake the ball from ^^^— ^ 

you to use the multiplier for themselves, fl^^B 

If you feel confident enough, go for the Lethal Bounce ^^^H 

effect - once again though, be careful, as the opposition ^^^^ 

will endeavour to part you from the ball and use it against 
you. This effect is at its most effective when the playfieldis 
multiplied, as the ball will tackle more players - it's not 
really worth going for otherwise, 



The final two parts of level three 
involve finding an Enchant Liquid spell 
and a Chalice. The spell turns all 
previously assembled ingredients into 
a potion, while the chalice allows you 
to lake the potion to the ghost of the 
King. 

Th e Kin g sh ould h a ve g i ven y ou a key 
when you dropped the White Powders 
onto the Font: this key opens the way 
to the diplomats' quarters, With the fall 
of the Wulf empire, the ambassadors 
from its various provinces fled leaving 
many possessions behind them. 
1 1 From the King go Easlthen South and 
insert the key into the keyhole. 

2) Go East, get the small key then go 
East again. 

3) Go North, kill the spider, climb on the 
barrels and search the shield to find a 
small key. Wait until the hole on the wall 
fires a ram's skull then collect it. Climb 
the stairs to the room above. 

4} Get the wand hidden between the 

chest and the stone block. Open the 

chest, get the spell, the casket and the 

bottle. 

5) Dispel thetrapon the casket and open 

it to get a large key. Drop the red fish 

casket (a red herring - geddit?). Open 

th e casket ma rked Si n g u Ten i e I Vit reng 

and get the Read Magic spell, 

6| Cast Read Magic on the unknown 

spell then go down and South, Use the 

large grey key in the keyhole and go 

East. 

7) Drag the chest West, onto the 



Cadaver 

As promised last month, here's a way through the 
second half of level three, courtesy of all three 
ghoulish game designers. 




platform upstairs. Pull the lever and 

wait until the platform returns before 

puliing it again and jumping onto ft? 

platform as it rises, 

8) Get the wand from underneath the 

armour. Get the coins and search the 

pillow to get the casket, 

9} Cast the Unlock Chest spell on the 

large chest, then get the key, the cash 

and the holy symbol. 

10) Drop down through the hole and 
place the wand marked Lag una on the 
far right stone block, Place the wand 
marked Durrigan on the far left stone 
block. Go West then South. 

11) Drop the casket with the image of 
the key on it r then open it. Insert the 
heavy brass key then open the casket to 
get the large iron key. Insert the key into 
the keyhole and go South. 

12) Press the button to select the first 
platform, pull the lever to set it moving 
and pull itagaintostop it, positioning it 
to form a step leading to the West Of the 
room, Press the button again to select 
the next platform and repeat the 
process, constructing a staircase 



leading to the room above. Once 
finished, go up. 

13) Read the book, get the lever, drop 

the holy symbol onto the stone block, 
get the wand and the casket, open the 
chest to get two spells and go 
downstairs. 

14) Cast Read Language on the black 
book then get and read it. Go North. 

15) Cast the Massacre spell to kill the 
gargoyle, collect the small key and 
(optional) kill the other gargoyle, Go 
South. 

16) Open the chest and get the Giant 
Jump potion. Go North. 

17] Insert the handle into the far right 
slot and pull it. Go North then East. 
IS] Drop the wand marked Matil onto 
the centre stone block arid a casket will 
drop from the ceiling. Cast Dispel Trap 
on it and getthe large key inside. Get the 
three wands from the stone blocks and 
go West, South and East. 
19} Drop the bag of stones lor other 
large item] then drink the Giant Jump 
potion. Jump on the bag then onto the 
wooden platform, pull the lever then 
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Only collect the bonus Stars only when you're on the way 
up the pitch, heading towards the opposition's goal. 

Money, on the other hand, is really important in all 
matches, so concentrate on collecting it until it stops 
appearing (there's only so much dough allocated to each 
match). 

When in a close draw situation, aim to hit the Bounce 
Domes - especially when there is very little time left in the 
match - as this is relatively easy to do, compared with 
scoring a goal, and could easily win you the match. 
Alternatively, picking up a star could do the trick. 

Your 'keeper will always blockthe ball, so don't move him 
'until he's on-screen and nearest to the ball. Always use 
swerve shots against your opponents goalie, as this tends 
to confuse him, 

THE CUP 

This option is very difficult, and should only be tackled by 
seasoned players. Money is crucial here, as you may come 
up against a Division One team by the third round and will 
have to get your stats up to somewhere near theirs. 

THE LEAGUE 

The o id sporting adage "It's not whet haryou win or lose, it's 
how much you win by that counts" comas into effect here, 
as your Leag u e position i s def i ned, not o n ly by winn i ng, but 
by how many points you score during the matches. 
Thereto re, make su re that yo u pick up all avai I a ble bonuses 
wherever possible, as one extra point could make the 
difference between First Division glamour or Second 
Division squalor. 

KNOCKOUT 

Money is crucial here, so collect as much as possible during 
each match as you'll ha veto increase your attributes to the 
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level of the opponenis. These attributes increase by about 

one overall level from team to team. 

MANAGER 

This is a very d iff e rent g a m e to t he normal match . Alth oug h 
the actual gamepl ay is very muchthe same, theattributes to 
which you allocate money for the team are very different, 
Intelligence is the most important attribute, followed by 
Attack a nd Po we r. Sta r players a re not n ecessa ry i n Divis ion 
Two , but t hey' re c rue i at i n getting you to the top of th e Fi rst. 
I nci denta lly, it's better to be dra w n ag a i rat the to p teams 
in the first couple of weeks of Division Two Save your 
money in these matches, as the opposition will probably 
i nju re most of your play e rs J n stead, keep you r money u ntil 
you can use it against the weaker teams. 

IN GENERAL 

TOKENS 

The best tokens to go for are; Freeze Team, Shield, 
Transport Ba II a nd Boost Stats , i n th at o rder. Do n t ever pick 
up the Manic token unless you're very sure of your own 
abilities, as this boosts both teams statistics to maximum 
for 10 seconds and is usually more to trie computer's 
advantage than your own, One useful trick is, when the 
opposition has electrified the ball, use the Grab token to 
gain possession. 

STAB PLAYERS 

When you're in DivisionTwo, buy the best Star Forward that 
you can - making sure that he has a high Speed rating - and 
concentrate on getting the ball to him. Next, buy the best 
Midfielder and Defender (or Goaliel that you can - this 
results in a good balanced team from early on. 



drop down. 

2Q) Use your judgment to climb the 

staircase to the corridor above, Insert 

the key into the keyhole and go West, 
21 ) Drop the black book down the hole 
by theblackstone>dropthe green bottle 
down the hole by the green stone, drop 
the red casket down the hole by the red 
stone, drop the ram's skull down the 
hole by the yellow stone and get the 
Enchant Liquid spell which duly 
appears. 

22.1 Go East, down. West, North and 
West. Unlock the door using the wand 
and go West, North and West. 
231 Cast Enchant Liquid on the font. 

You will now be given the key to the 
guard's barracks. This section is 
heavily populated by monsters and 
though the puzzles are not too difficult, 
it is very dangerous. In order to serve 
the finished potion to the King it's 
necessary to recover the ancient 
chalice of the Wulfs (this can be found 
at the end of this section). With that 
co m plete, the King should allow you to 
go on to level four. 

24) Collect the key and go West. Insert 
the key into the keyhole and go West 
twice. 

25) Kill lower goblin with a weapon. 
Avoid the rocks of the upper goblin and 
go North. 

261 Kill both gargoyles and get the key 
from behind the wooden board. Pull the 



lever and go South then East, 

27} Insert the key into the keyhole and 

go East twice. North twice, West then 

South. 

26) Climb the stairs and kill the goblin, 

avoiding the rocks from the others. Get 

key and insert it into the keyhole. Go 

West. 

2:9) Get both keys and kill both 

gargoyles. Go West. 

30) Insert the gold keys into the correct 
keyholes. Avoid death and kill the 
volcanoes. Go North. 

31) Search the pillow, get thekeyandgo 

South 

32} Dispel the trap on the chest and 
open it to get the orb and the wand. 
331 Cast Poltergeist spell three times 
and go North. East and South. 
34) Get the key from the centre of the 
room, insert the key into the keyhole 
and go East, South, East, East, East, 
North, East, East, East. East, East, 
North, West, West and North. 
351 You should now be in the Northwest 
corner of the Royal Maze. Open the 
chest (it was moved by the Poltergeist 
spell}. 

36) Get the chalice and return to the 
King (use the map, above I- 
37} Drop itonto the font and give thefull 
chalice to the King. Get the key and go 
North. 

3H| Drop through the pit in the centre of 
the room and go South then West- 
Insert the key into the keyhole and go 
West. 



39) Climb the 
stairs to level 
four, 

YOU'RE MORE 
THAN halfway 
through now, 
adventure fans. 
So tune in next 
monthfortheBit- 
maps' stroll 
through Level 
Four. 
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Loom 

Paul Presley weaves his 
way through Lucasf ilm's 
animated story. But first, 
the story so far... 




Bobbin Threadbare, abandoned on Loom Island. 
had witnessed [he kidnaping of his entire village, 
the Guild of Weavers. Having learned of an evil 
chaos spreading across the Loom (Ihs centra at 
all magical power ir> the Universe), Bobbin, with 
the help of his foster-mother, Dame Hetchei. and 
the Elder's magical distaff, sel out to find the 
missing villagers and stop the chaos. Travelling 
away from the safety of the island, he made his 
way to the mainland only to be swiftly confronted 
by a group of shepherds, insisting he prove 
himself lo be a powerful wizard. 
Try as ha might. Bobbin failed to weave 
anything constructive around the shepherds 
and so, to their scorn, he backed away, 
making his way along a path that led 
towards the marvellous crystal lowers he had 
seen earlier (figure' 1). Cautiously, for his 

sheltered upbringing had made him wary of 

strangers, he entered the nearest building at 
the toot of the cliff. 

The building took Bobbin's breath away - 
never had he seen such beauty In something 
so green. Ihe room contained many stairs 
and ledges and a small chalice on a 
pedestal... but there was no visible way Of 
reaching it (figure 2), Nearby, a small 
chamber wilh a bell attracted Bobbin's 
curiosity and without a thought about the 
consequences he stepped tn and rang it. 
Suddenly there was a flash of light and he 
appeared tn a similar chamber on the other 
side of the building, in front of the chalice. 
Just as he started towards it, someone 
approached. 

Master Goodmold turned out not to be such 
a bad chap, despite his 'lectures' on the city 
and Its history- Once finished, Bobbin passed 
through into a smaller room filled wilh 
gravestones and then out into the main dry 
itself. Atop a tower he could see someone 
working and thanks to the glossy walls he 
couid make out someone talking Inside. Still 
wary of strangers. Bobbin cast the 
shepherd's Invisibility spell on the workers. 

Unsure whether the Invisibility spell 
worked. Bobbin ducked underneath a ledge 
while trying lo listen to the conversation 
between Master Goodmold and a man colled 
Bishop Mandible (figure 3). The Sphere 
sounded interesting, so, once they had gone, 
he mode his way towards yet another of the 
crystal 'teleportation' chambers and rang the 
bell, expecting to appear next to the sphere. 

However, instead of appearing next the 
sphere, Bobbin found himself al the top of 
tower right in front of the workers he'd seen 
outside. They were polishing and sharpening 
a large scythe and didn't seem to notice 
Bobbin's arrival. Of course - he was invisible! 
Stopping to listen to the Sharpening draft 
from the scythe, he made his way to the other 
side of the tower and rang the ball. 

Bobbin appeared back in the room with the 
mysterious sphere, this time much closer to it. 
As he gaxed into it (figure 4), it seemed to 
draw power from the distaff and started to 
show an image. It was Bobbin, costing a spell 
and scoring the shepherds. He quickly made 
a note of the draft just as the sphere ployed 
another scene, this time of a fire in a cave. 
This meant nothing to him but fha third and 
final image left him dumbstruck, the swan... 

Bobbin quickly made his way back to the 
forest, his mind set on scaring the living 
daylights out of the shepherds. Remembering 
His spell cast in the sphere's scene was easy - 
and the effect it had on the real shepherds 
was as terrifying for them as it was fun far 
Bobbin. Leaving the city behind, he made his 
way further into the forest and came across 
some sheep and their sleeping protector. 
Bobbin made note of the Sleeping draft 
before continuing. 



SHO 



STER 



_arl Francis from Stockport ain't afraid of no ghost 
- and to prove it he's supplied a cheat to provide 
infinite energy. To achieve ihis, simply hold down 

Alt, Ctrl, S and U when the Activision logo appear 5 
then press Fire. This also stops the coble breaking 
on level one. 
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Remember, don't get them wet, don't expose them 
to sunlight and don't sing New York, New York to 
them after midnight. Tom Stovey from Margate did, 
but found that typing SINATRA on the high score 
table gave him infinite lives. 



If Ocean's metallic lawman is causing you grief, 
then, at the appearance of the loading screen, type 

SERIAL INTERFACE (including the space) and press 
F9 to replenish energy and Fl to skip a level. 
Thank Nik Jaaven of Holland for his cooperation. 
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MUTANT HERO 



David Higgins from Aberdeen provides help for all 
prospective heroes in half shells. When prompted 
for the four-figure access code type 8859, then 

1 506 and finally the corned code from the manual. 
Now, pressing hdp will replenish energy for all ST 
and Amiga Turtles. 




If Infogrames' 3D bat and ball gome is driving you 
round the bend, then make •ne of the codes 
provided by Luton's Simon Vine for the first 10 
levels: 



1 - 0000 

2 - 5400 
3-0101 

4 - 3901 

5 - 2602 



6 - 9902 

7 - 4303 
8-9003 
9 - 6904 
10-3305 



Things have got to change around these parts - 
The One gets hundreds of tips sent by willing 
readers each week, but we want mis to stop. We 

want thousandsl If you've discovered a cheat, hint 
or tip for any game (old or new) then send it to 
Cheats, The One, 30-32 Fctrrtngdon Lane, 
London EC1 R 3AU or fax them on 1071 J 490 
1094/5. Remember, anything we use will be 
rewarded with a free piece of software for your 
machine, so stole what type you own along with 
your name and address. 
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Commodore A500 
FCujftt Of Fantasy 




The CuA'.irodO'a AMu Balma-i Pack muni 
auiety rayik 34 onai al 1hc itxjhI popular rnm 
pule' packs pvnr 1 Tho pack 'ealuras; Ihc- 
Cemnwfor* Amiga MO cemputfr with 
m<nit*ec.r1rall«ra['dTVl«Sd4*INor plus 
lour top mflwM lilloa. The tptlwara <n- 
Bauman The MtWHj" - fiitl Graham 
-mine joker, in Ooasn'a tup 
tvAngbUC baAed on the niqr.ktiurler Bai- 
— Mew Zetland Story • high qu&li- 
leading arcade game, 
ghl with 1wH F-16 s «n 
-. a!u' Deltice Palm 
gd graf]hic= pacKngr 
*-<j iernti*rslp(D (l« 



PACK INCLUDES: 

ASM Computer 1 House f SMlM 



£2*85 
I2J.95 

E49.SS 



A520 TV Modulator 
Batman The Meruit 
New Jealand Story 
Interceplar 
Deluie Paint II 

IDWL SAP; E543.?B 

Lei* Pas* Satrap . £t50 73 

PACK PRICE: 



VAT 



FLIGHT OF FANTASY 

PI ghl af Fanaiy * ti« »«T latBW Amiga Sou pact nam Commodore. 
Inalui na BHAND NEW MlTT^ne rwuas, « m«e mis tin racsi apac- 
-atu ai MOO pack ewst! The pack laaiures lfce *™g» Soa computer 
wiih mouse craitrollei and Tv nraduletor, as «eii as lour ii>o soflvaie 

Mti These irtlud* m* hollo*ing: 



F« Ihe mo™ urnaja 01 professional appkca- 
lion* war. Commodore- halt a Selection of 
systems based a/Dund IfiH-aiaa^dHble Amiga 
SOW, at prices fom lii&i ■ W The AP0QO 
iMlures a Ml s WJ HAM (flKLOTdatel* X) S*JO| 
9 system ftgjkansirjfl slots, plus IBM corn- 
pMi'biiilv w!h |h» gs« al PC-XT or PC.flT 
hridgebcardi C-nmplBlB- and return una 
oouiKsn. outlinaalick 
in tho AKHW DO*, lor 
details OfAJOOQ cam- _ , 

auuai eviiems ■•mi- ruaaas 



£1295 



'■'Nf'rMr'.Ti'Ja. 

Tu twrjh auHRV grap^.^i u<fl>a(P ma 

Ml -mJ ilaidli'd fa* Ofhflr A-iijn ■(■' 

riK.pjijji Dfiji* Pmv II inDuduf 

oui tnt mil in vw Caiu -sajns' 
pom fM MfiuifWH-. K> ^■i»*»-i''*i 
H Mi JuuM 

W-WTJJ.-MAJ.'J.IJriJAJJ 
"mi* i tcmw^n n rr?-|iMA^ mipKtnl 

« ■jruirL* itaMHI Sfar> ai|h ^flfflC 
W»*.Sr:^fniflphK)i Ckirngi(M*Jatefl 
ftnClQuU dfl an Ihrj Hun**. K r-HrCli 

ng HyT^nn. Mhu ntiii baen fit^NnHi 

ir r IhA HPW Mnnil.-t. JrC rflrc#d 10 
[nffltn «n hv I R«HI fr ■",■ kn [*5TftCrV 
EARTH' .JtjiHHndDuiftlKlH lh**' **S" 
lhn:u|jl- rorO«.:J iS.iir'liiliitt K>hrll& 
IhF HytTiMT. nteKipfl 

■ frHM'.»ffifflM 

thr^wm^ i'i-^b**- W*tfQi r * '***f 
Ct'JC' ■jlft n d n^PPi'tl ^DT^itlPlcianrJ 

oi Ck#i m ManiiiQ! i^ansi ^u will tin 

IUUmII rj^i hinrtMrf. -rt-^ging iniM<i* 
nlliHI Lfl'^Jl miChin**, inwchi^HF 
kSHiLfxnln. Iliu lOfrndDb-e rjni-^ J 
■hjviilI a^ hrjIklriiB ■= r-jll r cv»r T 7 * 
iM>Lc1 n! ilHifciiHlii and ill- •**W*«» 



I /III Nil 1 1 MWM 

Th« ufjmw r- h^5«HJi»tw>f.w*irJMK* 

D) TW i-nrall *hd riiur bBTih- pn.iiniirrw-li 

viiin *>tr-i oJ d^r»"i lineal ^ik^b 

JpfflfJ cfl nihil *lrUii(]>: l»-t<nrji. .-iHiiiL 

a* rjpuund baHd hrjiifjfc tfii^i-^ rarr-an 

hf bfl ril 'AiLtfl iS flnrjlsvii Nik- Drni 

cfttkpn d-apiaira «iuanfl iru* rK*er 

ct-hHiiL* ihft i'iil'Si'C >K!i n4 ni u^ning 

PACK INCLUDES: 

AiDt Coirtpulsri Moui* £399.9? 
ASJ3 TV Monitor £2* SS 

Belui* Pminr II i'4'i H ■ 

EBcJujKi'Rofcol Monster* E19.5V9 
Rambow hilind* t24,.»5 

TfJT*L flflf: SM*.SS 
iess P*!^* Sanno E'-iog? 

PACK PRICE: tJWJO 



FOR FURTHER DETAILS OF THE AMIGA 

RANGE, COMPLETE THE COUPON AND 

RETURN IT TO SILICA SHOP 

THE UK's Not AMIGA SPECIALISTS 



SILICA SHOP OFFER YOU 



fWEf OVEHMGHT COuPifft OEUVEfPt On all hardware orders shioped in l»ie UK. 
TECHHKAL Suteotn HELPLME 1i»*nt oi« Amiga technical wpvll at your 5*rMi*a. 
PfIKe W*rCW' W* normally maaeri compalnwT on a Same produci • S*ma pf*e" basis 
ESTABLISHED 12 YEARS Pravon (Tic" -«e'<l in jjrOlBBsional »mp<i1ar ^Blas 
fijtr TUfl«CrVr:«i firrtft W «irT>' SO*"! and raiaDlo with maintfljned grc^ih 
BUStNESSXQVCATKHVGOVEfitiUENT: Vo<um* diKtwriis available tor larg* orders 
SHOWROOMS- Demontimiion and traihirtfl rajiKues a- ou* London I Sidcup brancllW. 
THE FULL STOCK RANGE. A," 0* /OM* APfiga reqiiir«m«m* Irom on* supper 
FREE CATALOGUES WS1 be mailed to you with orhjf* and aQtlwareJpripheral details. 
WiKhf By sash cheque and all inaJEK <r«di1 :a'C5 

Cflf P'T Mfjlfewr TEAMS- Sil>ca $f$ licansad cr«di[ brofeart* - fstum coupon lot details 
Latm «u ilatio* *»iar Is Buy yfltf <»S« Amija cnireultr m» ijjots' van 1 1 "™ »*n/ *a™iullj ibauh WMEFIF 
CoitdBr nhjl il w« t» lit* » !«•■ TMrtni aiif twyiis rSt' Amija. whan jOu m*if rBBjUHaad^lcmil 

ix-lllLuiU It ttfUJJQ, nr laic j-a u.- ■*? i. r — »» — And wi» »>a company r»H in-y Irut^conlai:! 

w mm dauilt 9< ne» p/aituOHi'J Al Sue* 3f»p, •» afiiii'tfiBi yflu ■"" nina n«ningtomi"T S^o-i 5.licihn™ 
-a*- efla&«najal (o- cn« U yaars and haxe *n annua ^urniy.BM:! Lia -nil oi ri:h»ji ur-i»ell«J aMmnonca- 
M H pe«t.]« j.u ;an ™« i am So ir««l our liuarDTian ntquiramenit wM an undoralanding "B<v» '« »«.onfl 
J.,'ri,jT|Uiiak»iHy tmrdny •* OumpHia indmurn 
.pon r>ow ICf i>iy lai«i Fia* K*<alditi fth(s hagin w a*:- 
Mf-.r *ha -Siico Sk» ftaiwa" 



H*ll ORDER: 

O-at' Lints tfw 

LONDON SHOP 

OM-^'ng HnniM 

SIDCUP SHOP: 



tsbi: 041 jm nil 

Nn ur.i-^JM C^a 

Tel: DTl-580 iMO 
i «i m:. an-aaarTar 



■ -i 'l-f Ve*5 Hatherk", fid Sidrup teM DA'J JDK 

Mm.,SJI SOCam-SCCnm U, I Jh >j»l OSMmj ftl 

53 Tcinenhain Coufl Road. LondM. W1P QBft 

Man 541 gaam-a asmn 1-Mani.gn i ThuiKM^u"" *< >T 

1 i ThE M»ws. Halhsrley Re. S.dCup. Kent DAT* *D« «: W1-.SK .«" 

Uon-SH u ufliiH-5 30pm Lwi Wq W gnatt^l ]! 7pt Fu Ho »'«"' 

BUSINcSSrEDUCJITION. 1 4 The Mews HathBiwy'flil, Sidcup, Kern. DAli 4DX Ml: I 

Oia« L«M Quan Nfcn-fV. 9 MJ»" « WHjm ClDWd nn StUJa-ft 



|TB H S oTd eptTHO*0?' vg 1 -?The flews . Hal h sTy H o ad . sX pTtn t Bff 4 K\ 



I 



PLEASE SEND IMFDRMflTION ON THE AMICA 



MrrM-5'Vls. 



mihauv Surnema: 



RETURN THE COUPON NOW FOR ^ 

FREE BROCHURES *► 



SILICA 
SHOP 



S 



Postcode 



Tel: 



I Which E»naj>utaaXf), « any. do you o*n* MHXl^J 



105 



THE 
□NE 



MARCH 

1991 



» -' — • -*■ 



>!■*! 



dnAkAiUAritlMa 




THE 



©El® 



NEXT MONTH 

An exclusive demo of the forthcoming Image Works stunner. 



BRAT! 



By day - an angelic Daby, by night — a 
demon toddler. Once darkness falls the 
streetwise Brat roams the world of his 
dreams looking for trouble. You could join 
him. 

Bratt is going to be one of the most 
addictive games of 1991, and you can grab 
yourself a sneak preview with our incredible 
playable demo. 

PLUS!!! 

SOMETHING WONDERFUL IS 

ABOUT TO HAPPEN... 




The One, already the best 16-Bit games magazine, 
is about to get even better! 
Next month we'll tell you about the stunning 

transformation that's changing the face of your 
favourite mag. 



You'll never want to read any other games 
magazine again, 
Want to know more? Of course you do .„ Find 

out what's happening in the April Issue... 
you won't regret it. 



The One - Issue 31, April 
1991. On sale 28th March. 
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m m lb* ihjQ's. Inspector Raoul Dusentier bus been 

■retted on * dream cruise in. t he Medlte ira neaa, aboard the 

superb 3-masted ship belonging to <in*t:h shippmti 

RMgiute rUklos Karaboudj a n.Hulno soonc r has the cruise 

begun when KjuuI Is summoned to investigate a 

scandalous crime -the murder ol his host ntkle*sl It's now 

dp to Kaoul to thro* Mime light on this sinister mystery — 

there's * murderer on the Loose and he could be prowling 

- unsuspecting guests even now .... 




Features e-*»y-tO-US* Cinema llquc" paint -artd-cHclL 
operating system, now lurther refined to offer considerably 
more depth of yameplay . 

• A wider range of actions is now possible. Including the option 
to question other characters la true Agatha Christie Style. 

• PC version features 25* colour*,. Ad Lib and Houind 
■»onk support 

• Character si le has been doubled for all versions of the game- 

• Amiga version features 32 




Mi nn Fiiisr iOfTHMUIX. Ul rlgata namta. 

icnaliquc b I tridOUA of DdpMlK SaRwire. 
U.S. Guld Lid, L nlt> T 3 Alitor* ftay, H#tfoH, BLial. glMO B6 7AJL Teh Oil MS 3*66- 
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THEIR EYES MET ACROSS THE LABORATORY. 
THE CHEMISTRY WAS INSTANTANEOUS! 
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[ENOUGH TO GET INTO 
NDA'S CLUB? 
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Chip is i n love, but if be wants 
to capture the heart of 
Melinda the Mental Marvel 
there is. a tough challenge 
ahead. 
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144 Levels of mind-boggling 
dexterity and wrist-wrenching 
agility stand between him 
a nd Me r n her s hip o f th e B IT 
BGSTER CLUB. 



L*J i lt4 1 1 JT' l A FmfTl (il f iT-*3 PH > 



he'll get into Melindd's heart 
and together they can integrate 
technology. 

• 144 exasperating levels. 

* Hordes of traps and nasties. 

■ An exhilarating test of mental 
agility. 

* An exhausting exercise of 
dexterity. 

• 100% ADDICTIVE! 



r ¥rr**n iKnli *rw ant* inl-rfHJed Iw Ltt ittWtl-Ml¥e »■ H" 1 |«w 

fAty OAd MiL the *tr«n frapfclf* wtihrb vmrj >.uiMidciat>l> 

Mtuvtn dtffwiPiit Im-maLi wi crudM^ «nd »pp**fJKir# ■nd avi 
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CBM 64/1 2B, Amstrad, Cassette & Disk, 
Spectrum Cassette, Atari St, Amiga & PC 
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